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Greetings Earthlings, to a 
special transmission of 
Computer Gamer. Special, 
because this month we 
feature The Coin-op Con- 



i in “Coln-op 

inology" We then 
le out the cl 



._ie classic games 

“Coin-op classics , we 
take a look at what's new 



k*b!3«! 
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some liaSng and some 

SS, i5"» “ j 

next to ynb^^Qpoonal ex- t 



Commodore 64 

| that'll do nicely sir 
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I buildings that form the 
complex. These Include 
Energisers and fuel tanks to 
refuel your mobile, fac- 
tories to repair them along 
with bunkers, magnetrons, 
quake suppressors, cooling 
dromes, rigs and control 
lowers Capturing a control 
u control 



>wer will j<lve you control 

V8ra s. However 
te from the 
le bottoi 



Singleton has 

e opportunity to 

extend the features of the 



lords of Midnight. For t 
,mple. Eye feature, 



by which every t 



Some of these characters 
have magical abilities rang- 
infl fmm weather control to 
ig, Indeed, 



aln changing, 

of the objects „ - _ 

require is surrounded by 
— -ntalns and the only 
that you can get r* 



July will st 

of a Lords of a Midnight 
spinoff called Ellndor. It is 
a landscaped adventure 
whloh features a 7SO word 
vocabulary and animated 

flspfay will be si 
parts. The rr‘-' J 
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Swords and 
Sorcery 



level dungeon each c_ 

ing 100 rooms packed with 
monsters, tricks, devious 
traps and treasures. 

Players will enter the 
dungeon as a novice with 
only limited magical and 
fighting abilities but as you 
progress through the game 
your powers will increase. 

The screen display will 



can transfer your 
character. 

^ Swords^and^ Sorcer^will 

’lorsg.g^ 80 



‘■uucora uonver 



sions 



noluding the Zork 1 
nd Hitchhikers are 1 
>1» on disk for I 
£40. TI users will 
therefore need a disc and 
controller. 32K RAM and 
"’ r nded Baslo. 

ir further details Tl 

S' HtaKKS, on n Ml 22R 

8248 and Einstein owners 



7.. cunstei 

dll get details f 
eft. Elnsoft will 



Ariolasoft’s Next 



Licensed from American 
software houses Electronic 
Arts and Broderbund the 
games wiU be Sky Fox 
Kf 1 ~- n. 



Sh Sky Fox is a flight-battle 
"nutation in which you 



protect your 110111 ° 
taro 16 different invasion 
forces. You pilot a jet equip- 
ped with an automatic pilot 
that gets you straight to the 
action. There your onboard 
battle computer takes over 
as you locate and destroy 

rotftot take on the 
i enemy aircraft before drlv- 
1 ing through the cloud layer 
to do battle with their tanks 
and motherships. 

Karateka 

In Karateka the player 
controls a fully animated 
karate expert who must 
rescue a princess from the 
dungeon below the palace 
of the evil warlord Akuma. 
To sucoeed in your mission 
punch, kick and 






Koouiwt. w«— containing 
over 200 rooms. r j 
Each room is filled with 
dangers and problems 
that one or two players, 
working, together, must in- 
volve The problems in- 
clude force fields, death 
rays. electrostatic 

generators and wandering 
mummies. 

Racing Destruction Set. 



The race is contested on 
a Pitstop II style split 
screen ‘ display with the 
winner being the first to , 
finish or last to survive. 

All of these games will be 
released j|gg 



Ocean’s 

Hypersports 



and will be followed in 

r coming month's ‘ 

a series of Konami arcade "Konami's Tennis”, “ 
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AVlFWoAK lII 

THE COMPUTER f«AME 



L98S 



YOU will become 
James Bond 
in his first arcade/adventure 
available on 

Spectrum 48K, Commodore 64, 
Enterprise 64 
and watch out for 
Amstrad, MSX and others 

C Eon Produciions Lid, Glldroso Publications Lid. 1985 
ponwk Ltd . 204 Worple Road. London SW20 BPN. Tel: 01-947 5824 Telex: 894475 G 



cn 



To: Domark Lid.. 204 Worple Road. 



NAME iB-OCK LfcrieRS: 

ADDRESS 

COUNTY 

Pteasesenome copies of "A View to a 1 

ai CIO 99 |incluOe8 postage ano paodng) 
i encioae a checue/P O loi C 
My computer is: 



Account No: | | 
Expiry Date: 



I I I I I 



Spectrum Top 10 



Soft Aid 

World Series Baseball 
X night Lore 
Spy Hunter 
Starlon 

International Basketball 
Dambusters 
Combat Lynx 
Bruce Lee 
10 Pitstop 8 

Death Star Interceptor 
Everyone's A Wally 
13 Daley Thompson's 
Decathlon 
Football Manager 
16 BMX Racers 

16 Shadowfire 

17 Gremlins 

18 Moon Crests 

19 Emerald Isle 

20 Finders Keepers 
Ghostbusters 
Mini Office 

23 Cauldron 

24 Air Wolf 
Manic Miner 
Jet Set Willy 
Raid Over Moscow 

28 Entombed 

29 Alien 8 

30 Rocky Horror Show 



Imagine 
Ultimate 
US Gold 

Melbourne House 
Commodore 
US Gold 
Durell 
US Gold 
CBS 

System 3 
Mikrogcn 

Ocean 

Addictive Games 
Mastertronlc 
Beyond Software 
Adventure International 



Mastertronic 

Activision 

Database Publications 

Palace 

Elite 

Software Project 
Software Project 
US Gold 
Ultimate 
Ultimate 
CRL 






Commodore 64 Top 10 



Soft Aid 

International Basketball 

Dam Busters 

Pitstop 8 

Cauldron 

World Series 



Commodore 

US Odd 
CBS 

Palace Software 



Impossible Mission 
Theatre Europe 
Air Wolf 



10 



1 Soft Aid 
8 Starion 

3 Spy Hunter 

4 World Ssries Baseball 
8 Finders Xeepers 

6 Death Star Interceptor 

7 Bruce Lee 

8 Rocky Horror Show 

9 Everyone’s A Wally 

10 Shadowfire 



System 3 
US Gold 
CRL 

Mikrogen 

Beyond 



BBC Top 10 



Knight Lore 
Castle Quest 
Emerald Isle 
Elite 
Alien 8 
Combat Lynx 
Football Manager 
Atic Atac 
Revs 

Mini Office 



Ultimate 
Micro Power 
Level 9 
Acornsoft 
Ultimate 
Durell 

Addictive Games 

Ultimate 

Acornsoft 



Amstrad Top 10 



Knight Lore Ultimate 

Ghostbusters Activision 

Daley Thompson’s Decathlon Ocean 



Starstrike 3D 
1 5 Death Star Interceptior 

6 Fighter Pilot 

7 Sorcery 

8 Combat Lynx 

9 Mini Office 

1 10 Jet Set Willy 



Realtime Software 
System 3 
Digital Integration 
Virgin 
Durell 

Database Publicatic 
Software Projects 



Atari Top 10 



1 Bruce Lee 
8 Pole Position 

3 Kissin Cousins 

4 Beach Head 

5 Mr Do 

6 Emerald iBle 

7 Cavern Commander 

8 Soccer 

9 Pitfall 8 

10 Lords Of Time 



Atari 
English Software 
US Gold 
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E3W 

Tel: (091) 2846966 



SOFTWARE 

65 HIGH STREET, GOSFORTH, 
TYNE & WEAR, NE3 4AA. 



MII° AMSTR AD o SPECTM)ltfl ° ELECTRON ° BBC 



CHRYSALIS... 

Super smooth lull colour classic arcade action 



FRANKENSTEIN 2000... 

Multiscreen fantasy micro voyage through 
monsters body. BBC...E7.95 MSX...E6.95 
Spectrum.. .ES.95 Amstrad...£6.95 




JAMES BOND 007 




Bond has at last burst onto 
the computer screen. Tony 
Hetherington takes an indepth 
look at A View to A Kill. 



"My name's Bond. James 
Bond". At last the hero of 
British Intelligence has 
burst onto the oomputer 

adventurers based on the 
current Bond film "A View 
to a Kill' 1 , and like the real 
thing, the game is a big 
production. 

It was originally 
designed by Tigress 
Marketing 



by 



game is accompanied 
he Bond theme which 
digitised by JTony 



whole project wai 



company who brought you 
The game begins with 
the usual sequence of Bond 
walking across the screen, 
framed in a gun'sight. but 
Just in time he turns and 
shoots, then blood covers 
the screen. All this is 
accompanied by Crowther's 
version of the Bond theme 
which is impressive on the 
64 version but only a 
recognisable series of 
bleeps on the 8pectrum 
The program actually 
consists of three separate 
games based on parts of the 
film. The first finds Bond 
racing a car around Paris 
while tracking the evil 
Mayday who is descending 



parachute. In part 2. Bond 
and his girl, Stacy, try and 
escape from the burning 
San Franslsoo city hall. 
Finally in part three Bond I 






to disarm the bomb planted 
by the villain who plans to 
trigger the San Andreas 
fault. This would then 
Silicon Valley 
' ' the world's 

microchip i 

manufacturer. 

After parts 1 and 2. jrou 

renews' your performance 
in that section. This is then 
the next part and 
on continues. This 
,hat you don't have 
ict one part before 
practise the others. 



fed it 



you can’t actually finish 
the game because you will 
be without some piece of 

insufficient time to find 
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The Parts module of the 
game is a Broadstreet style, 
oar maze game in which 
you have to track Mayday 
to one of 16 possible lan- 
ding positions. 

The screenshot shows 
how the display Is divided 
Into five areas. The bottom 
of the screen has a plan 
view of the area of Paris 
you are currently In. The 
corresponding 3D view is 
shown above It. In between 

tols. Including a steering 



To the left of the 3D view 
i a tracking device that 
hows Mayday's height 
ndto the right a display 



ir as she circles the 



get Into the centre of the 
road ready for the pursuit. 
ThlB Is important for If you 
drive too close to a wall, 
you'll find it difficult to 
turn oorners which will 
halt your pursuit. 

To add toyour problems 

numerous dead ends and 
A few mapping exour- 




City Hall 



City Hall is a full blown 
arcade adventure which 

a game on Its own. 

You are trapped in the 
city hall, and have to rescue 
the girl, before the fire that 
Is spreading, engulfs you 
both. Again the screen Is 

left window showing the 



Use and Give. The objects 
that you collect and use are 
stored in boxes In the other 
duokshoot^ and can be 

** -“ample to pick up 
, that you find in 
_ e, simply move 
Bond to It then select the 
duckshoots by pressing the 
fire button (or correspon- 
ding key). When you select 
"Examine" a picture of the 
object wlU be dir-'—— •- 
the object display 



id decide your ac- 
cusing « 
actions suoS as Examine. 






the fire which starts in the 
top lefthand window. Your 
own location Is shown by 
the window that is shaded. 

To the right of the room 
display is the date and time 
displays and above them 
“■a command and object 



the object display. T 
simply pressing tl 
button the object is 






The dynamite strewn 
thrcmghout the building Is 



Consequently you 

d ferry this away to 

relative safety. Whatever 
you do, don't be caught to 
near the flames holding 
dynamite or they'll be look- 



qulckij! 



learn to use this 
and efficiently as y 
afford to waste any ' 

Your first problem is the 
fire. You can slow down the 
rate at which It spreads, by 
finding water buckets 
which you throw on the 
floor In the next room to be 
consumed. You may also 
d find a fountain from whli 



dramatically until you’re 
overcome by heat. The 
temperature ir ■' — 



displayed o 
side of th6 t 
found that X w, 



e lefthand 



refreshment. This you will 
machine and you’re left 
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Inlirnil 



pushing down on the 
joystick) to look before you 
leap. It is also worth climb- 
ing up your portable rope 
to scout around for useful 
objects. 

To succeed you will have 
to be an incredibly agile 
Bond and perform feats 



Conclusions 

A View to a Kill consists of 
three distinct games linked 

SM to you in one part I 
and passed on to the next. 
Only when you perfect all 
three parts will you com- | 
plete the game. 

I found Paris to be the 
most disappointing s* 
but since^it isj'alrly ei 

up for too long. 



fairly easy to 
ln’t hold you 




n comparison. City H 



own. Consequently the ln- 

the game excellent’ value 
for money. 

I found the duckshoots 
easy to use and seeing the 
commands available, gave 



iphics. par 



The whole package is 
completed by the inclusion 
of the opening sequence 
and the Bond theme. 

All in all, a thoroughly 
enjoyable game and all I 
want to know is when will 
Bond be back? 



These will soon be followed 
by conversions for Amstrad 
and MBX computers. 



I’ 

L 
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, MORE 
GAMES 
THAN THE 
OIYMPICS 

I ABYSS • ADVENTURE QUEST • AGENT USA • AIRTRAFFIC CONTROL • AMERICAN FOOTBALL • ANT ATTACK AUTOMANIA AVALON ■ AVIATOR BATTLECARS BEAC 
) BUGGER • BLOCKBUSTERS • BLUE MAX BOILER HOUSE • BOULDER DASH BRAINSTORM BRAXX BLUFF BRUCE LEE BYTE CAMELOT CASTLE OF TERRO 
ENAME MAT DALEY THOMPSON'S DECATHLON DETECTIVE DIGGER DAN DOOMDARK'S REVENGE • DRAGON FIRE DRELBS • DUNGEON ADVENTURE EDDIE KII 
CHALLENGE ELITE EpREKA FIGHTER PILOT • FIREQUEST FLAK ■ FOOTBALL MANAGER GHOSTBUSTERS GIFT FROM THE GODS GOLD RUSH GRAND PRIX DRIV 
ZLER HIGH NOON HOT DOT SPOTTER • HULK IMPOSSIBLE MISSION ■ INTERDICTOR PILOT JACKS THE BEANSTALK JASPER JET SET WILLY - JETPAC JINN GENI 
HT1GRE KOKOTONI W11.F - LEGIONNAIRE LEMMING SYNDROME LORDS OF MIDNIGHT MANIC MINER • MASTERMIND MATCH DAY MATCH POINT MOLAR MAL 
N PATROL MR ROBOT MS PAC MAN MUGSY MUSIC MACHINE • MUTANT MONTY MYCHESS II ■ NATO COMMANDER NOMAD OF TIME OLYMPICS 64 ORIO: 
R PAN PIPE LINE PLOP ■ POGO • POLE POSITION POSITRON PYJAMARAMA • QUANGO QUIZMASTER • RAID OVER MOSCOW • RATTLER • REDCOATS • RETURN " 
I RIVER RAID • ROBBER • ROBOTRON 2084 • ROUND GOES DIGGING SABRE WULF SAGA OF ERIC THE VIKING SCRABBLE - SCUBBER DIVE ■ SHEER PANIC SHERLOC 
OF THE LINE ■ SHOOT THE RAPIDS ■ SKOOL DAZE ■ SKULL • SMUGGLER SNOOKER - SNOWBALL • SOFTWARE STAR - SON OF BUGGER - SPACE SHUTTLE SPELLBOUF 
1 iGED SPIDER-MAN SPIRIT OF THE STONES ■ SPITFIRE ACE SPY HUNTER STAFF OF KARNATH • STAR TRADER - STAR TREK ADVENTURE • STAR WARRIOR STELUR 
I ■ DAVIS SNOOKER STOPTHE EXPRESS • STRIP POKER’ SUICIDE EXPRESS • SULTAN'S MAZE • SWAG ■ TALES OFTHE ARABIAN NIGHTS • TECHNICIAN TED • TEST MATC 
AUCTIF: PLAGUE ■ THE GREAT SPACE RACE • THE THINKER ■ TIR NA NOG • TRANSYLVANIAN TOWER • UGH 1 VIZAWRITE 64 - WANTED MONTY MOLE - WEATH 
PER WHITE LIGHTNING WILD WORDS WIZARD OF WOR XAVIOR ■ ZAC.A MISSION ZARM • ZAXXON - ZENJI ■ ZODIAC MASTER • ZOOM PASCAL • ZORK II ZORK 



turns? oboes unoo brbilbble on disc for cob ebb.ss 



I 



When you are looking for the best games in town look no 
further than Software City. 

Even if you are just browsing we’U be happy to show you 
the selection of great games we have to offer. 

We stock software for Spectrum, Commodore 64, Atari, 
BBC Electron, Amstrad, MSX, Apple and IBM machines, 
or we will order if you cannot find the program on the 
shelf. 




THE UK’S NO.l SOFTWARE DEALER LIMITED 

382 Kings Road Chelsea SW3 01 352 9220 
14 Thames Street Kingston-on-Thames Surrey 01 541 4911 
47 Cheap Street Newbury Berkshire 0635 31696 








s a curious 
mix or ootn arcade and 
strategy that attracts all 
kinds of games players and 
was featured^ln an lnde^th 

Gamer. It was written by 
an American software 
house. Electronic Arts but 
Is sold in Britain by 
Arlolasoft In both cassette 
and disk versions for the 
Commodore 64 and Atari 
computers. 

One night in April four 
figures met to do battle to 
become the Computer 
Gamer M.O.L.E. cham- 

S is. The players were 
e Brown (Arlolasoft), 
Dave Bishop (Tigress 
Marketing and Gamer con- 
tributor). Jeff Mlnter 
(Llamasoft) and Tony 
Hetherington (Gamer's il- 
lustrious Editor). After a 
keenly fought and often 
dirty battle Dave Bishop 



16 ^ 20 , 



j» W GR[A1 



CHALLENGE 



_x win 

be invited to do battle to 
become the Computer 
Gamer M.U.L.E Champion 
of Champions. The submit- 
ted scores should be achiev- 
ed in a 12 turn game played 
at Tournament level bet- 
ween yourself, playing a 
humanoid, against three 
computer opponents. 

In the event of any ties 
the first scores received will 
get preference. In the play- 
offs each ohampion will 

challengers wlthths best two 
from each game meeting In 
the final. In the play-offs 
the players will have a free 
choice over the character 
they play. Good luck and 
may the best humnold win. 
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Summer is coming and while most 
people seem to revel in lying half 
naked on a beach roasting. I'll be in 
the cooler climes of the local resort 
arcade. 



Sequels 



>wn right 
■ 






Mike Roberts presents the pick 
of the arcade games. 




Aroade games oome and go. 
but there are some good old 
falthfulls that keep appear- 
ing year after year. Some of 



this ^ type th M Uiera^ls a 
'Defender games’ suoh 
as Scramble, Super Cobra, 



' other 'horizon- 



type c 



types 

display with arcade 

S es and it Is through 
e that we can break 
down the thousands of 
games to a few long lasting 
classic games. 

By far the most oommon 
method of screen produc- 
tion is via the raster scan 
method. This produces an 
Image on the screen by 
scanning an electron gun 
across a screen. When you 
want a dot you turn the gun 
on and a stream of elec- 
trons make a part of the 
screen glow. If you use 
three guns with the three 
primary colours you can 
get a colour display. 

There are so many of 
these games that It Is hard 
to pick one classic game. So 
a shot list Is In order. In the 
field of racing games for In- 
stance, Atari's Pole Position 
and Its sequel Pole Position 
II were the first real raolng 
games to put the player 
really behind the wheel of a 
Formula 1 racing car. 
There were other, such as 
Sega’s Turbo, but none had 
the same feel. More recent- 
ly TX1 has^ taken 

vibrating chair, but Its high 
price (in excess of £2000) 
has put off most arcade 
Atari's Pac-Man will 
always be remembered for 
the almost mass hysteria 
that America went through 
a oouple of years ago. It was 
onoe said that 'do you want 
to see my new Pac-Man pat- 
tern’ replaced ‘do you come 
here often’ as the most 



;ss 



attraction In the little man 
and his munching actions, 
but a lot of people do. There 

'developments’ on the 
original theme, but not 
many copies due to the fer- 
vour of Atari's legal depart- 
ment at the time. 

everybody over Pac-Man 
clones at the time so 
naturally there were not 
many attempts to cash In 
on the vast success of the 
little man. I remember one 

K coming down In 
r of Atari In a suit 
against Philips and saying 
that the Philips version was 
similar due 'to the slmllarl- 

r n the gobbling action of 
main character’. There 



c Land, this 
:ters without 

.... e (now long 

In the tooth) game play. 

In the vertloal type 

e >. first started by 
's Space Invaders au 

Galaxian or Malaga are stlli 
around along with more 
variations than could ever 
been Imagined. These types 
of games were amongst the 

as opposed to black and 
white with coloured strips 
on the monitor. There are 
many variations on the 
same theme — ship at bot- 
tom, nasties at top swoop- 
ing down on you. One of the 
most oommon Is Pheonlx — 
watch out for It. 

There are lots of other 
rastergames that you^may 
Spy Hunter, Buck Rogers, 
Donkey Kong, and Missile 
Command. In some cases 
they tend to be cheaper that 
the norm (lOp Instead of 
20p), but they still give the 
1 enjoyment. 




ou Lne screen. The advan- 
tage with this system Is 
that you get perfectly crisp 
Images on the screen — In- 
stead of being made out of 
small dots. However It Is 
difficult to make solid ob- 
jects. Most have to be line 
drawings only. It also 
makes It easier to produce 
3D Images. Until now It has 
also been dlffloult to add 
colour, but more later. 

The first games to really 
use the vector graph 
technique were Atari's 
Asteroids and Battlezone. 

outlines of boulders and a 
little dart shaped ship. The 
orlsp Images, and varied 11- 
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The COIN-OP COMMON 



aJK ffB.’&fffiE 

my favourite space games. 
Later games such as MACH 



v?de 0 fl 



i handled by t 
■Isk (ar J — 



graphical it is too) but 
knocking out of the enemy 
ships is done by blanking 
out the video display of the 
enemy by putting a com* 
puter generated splat over 
the enemy ship. 



3, and Fire Fox had custom 
designed sequences for 
them and the gameplay was 
much better. What really 
was interesting was the 
work by Don Bluth and 
Atari with Wizards Lair, 

cent Super Don Quixote. In 
this the movements on the 
Joystick are mimicked on 
the screen by the cartoon 
characters, there Is no com- 
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4 





Simon 
Rockman 
rounds 
up the best of 
the computer 
versions of 
arcade games. 






The Hidden 
Classic 



are drawn in 3D and there 
is greater variety of enemy 
craft, including a kamikaze 
dive bomber, The Gemini 
game is much closer to the 
original, even down to the 
stunning 






gratulations' 
original uses 
ball to move 
the screen. < 
tosh you car 

K with t. 
r but y< 



? plays "C--- _ 
The arcade ■ 
a large trait I 
a sight across I 
In the Macin- k 
only play the ■ 

IP mouse con- ■ 
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More than Space 
Invaders 



_ r n software house 

he produced a version of 
the sequel to Galaxians. In 
the arcades this was called 
Qalaga Orlando named his 
version Zalaga but followed 
the game play and the spirit 
of the original. If not the 
complete storyboard. One 



fire power. Zalaga runs 
the BBC, not known for 
elaphantine memory, a 



newer version of Zalaga — 
Electron Zalaga has many 
improvements. The sprite 
movement Is slicker and 
the feel beefed up. Even if. 
you already own Zalaga it is 



may sound a 
enthusiastic l 



possible, to play as many 
games a day as it can 
without each player feeling 

the^afcades "make 
home computer games. One 
of these is QIX (pronounced 
kick's), in this game you 
control a line. Using this 
line you have to box off 
areas of the screen. Attemp- 
naities around the edge of 
the screen. They will en- 
oroach on any complete 
box. In addition to these 
hazards there is a thing 
called a sparx. this tumbles 
around any unfilled section 



money he will give up 
Because the player using a 
home computer has already 
made the investment in the 





programmers look at them 
in their arcades (some pro- 
grammers even claim the 
cost of visiting arcades 
back against tax — it is a 
business expense!) and say 
that the games cannot be 
converted for modern 
smart guy — who doesn't 
realise it Is impossible goes 

Perhaps the best example 
of this is 3D-Starstrike 

from Realtime Software. 
This is a version of Star 
wars for the Sinolair Spec- 



the arcade original b 
safe. The programmers a: 
rogantlysag^If we wants 



WOIOGY 



The boom in computer 
games began in the arcades. 
Mike Roberts plots their 
history and development. 









games started 1 
computer manufacturers 
look towards those little 
havens of noise and bright 
lights for most of their 

technological innovations. 

If it wasn't for video 
games and arcade games we 
wouldn't be here now — 
well, at least I would be rac- 
ing -pigeons Instead of 
blasting the meanles. 

Where did it all start? 
Well the chap in question 
was (and probably still is) 
called Steve Russell. In the 
early sixties — yes it was 
really that long ago. I 
wasn’t even born thenl — 
he created a game 
■Space War' . This was 

ed on an MIT com,. 

MIT is the Massachusetts 
Institute of Technology, 
and is the mainstay of 
American technical innova- 

It was at this university, 

1 miters that the first game 
loped. It ir ” — 
ft" 



l computer helloopter where 



[{copier on the end of i 






excessively loyal t. 
their owners, but that they I 
only had one game with a I 
number of variatioins and I 
no possibility of changing I 
started public awareness of I 

development I 
was the programmable 
home video game, this was 
called the VCS or Video 
Computer System a: 



The Bushnell game, call- 
ed Computer Space, was a 
bit too radical in design — 
people Just didn't know 



a single cf 
it nad simil 
-e common video 



clal success that it could b( 
Bushnell stepped back 
licked his wounds and wen 
back a few steps to 
simpler concept that wa 
also competitive whilst bt 
ing non-aggressive — Ponf 
Everybody must hav 
played Pong in one of it 
forms. The original wa 
Bimply two bats and a bal 



...s Japanese 

for 'check I' as in chess - 
He called it Atari, when 
have I heard that nami 
before? 

That was in abou 
1976-197?. The thing tha 
brought havoc to the aroade 
industry came in 
1978-1979 from a Japanese 
company called Talto. It 



o the 



K? 



24 






games of today, b 
not certain of tnis a..u 
08 At" MIT 1 with Itussell was 
a chap called Nolan 
Bushnell. He decided 



Trek’ 









; the b 



s and from tt 






mentioning what arcades 
were like. Most of the 
games were mechanical, 
one armed bandits really 
you pulled the arm 









misses the ball. If a rally 

K too long the amount of 
.In' that the bat would 

later on. This ensured that 
the game got increasingly 
harder and that nobody 
would hog the machine for 

seventies it dominated the 
arcades. The games got 
slightly more complex, 



men, as everybody must 
know them by now. If suf- 
fices to say that the game 
caused a shortage of the 
would in- 100 yen ooin in Japan 






,n Instant st 



Space Invaders had £ 
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m m-op common 



wfth Space Invaders It was 

brought you back time and 
time again. With Asteroids 
It was the slow almost 
graceful movement on the 
screen that convinced you 
that If It went that slowly 
then why did you hit It, so 
you go back for another go, 
and another, and another 
Battlezone cropped up In 
late 1981 as well. This was 
the first real 3D game out, 
and is still one of the best 
tank games that you can 
find. Not only did It require 
you to shoot, but you need- 
ed some strategy to arrange 
your priorities so that you 
shoot the most dangerous 
enemy first. Battlezone was 
one of the first games to 
make people think. 
Nowadays, of course, your 



Defender, Pae-Man and 
Missile Command showed 
up. All these games were 
landmarks and show the 
linear, but very fast pro- 
gression of the technology 
of the time. Missile com- 
mand used a radical new 
introller, the trak-br" 



the mlltlple fire buttons the 
object does not 
disintegrate, but there is a 
time lag as your missile 
snakes up towards your 
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Battle your way to three enemy bases. 
Do you have the courage, stamina 
and skill to become a Game Lord? 



£ 7.99 

SPECTRUM 48K 




, X The most powerful games in the Universe! 

Available from all good software shops. 

In case of difficulty write lo: 

QUICKSILVA Ltd. Liberty House, 222 Regent Street, London W1R 7DBtel: 01 439 0666 




The Einstein is a powerful 
disk-based machine with 
a huge range of software, 
including a challenging 
selection of games, you 
could win a collection of 
hardware and software 
worth over £1500 in our 
easy to enter competition. 




How To Enter 



software worth over £16001 
The prize not only con- 
tains a 64 K Einstein com- 
puter but r” — * — 



puter Joysticks, and a W 8 
2000 modem donat~* *~ 
Miracle Technology 



monitor. 2 Cookrldge co 
— _ . — --its, and a 

i donated by 
whloh 

_...o Prestei, Teleoom C 
and Bulletin boards. 

The prize also Inoludes a 
selection of the hundreds of 
programs available for this 
machine with the emphasis 
heavily on games. These In- 
clude games from Anlrog, 
Bubblebus, Terminal, Soft- 
ware Projects, Electric Soft- 
ware, Myrddln Software, 
8 olo Software, Kuma and of 
course. Elnsoft. Indeed the 
winner of the competition 
win also receive as a gift 
from Elnsoft, one of the 
first copies of Elnstien Elite 
as soon as It Is finished! 

All of the games are sup- 
plied on Einstein disks and 



a football pools predictor 
from Bell Software and »*— 
Tasword word-proces 
supplied by Tasman 8 



then ma 
the list 
available Einstein games, 



V Software 



...en fill in the < 
responding letters on — . 
entry form. For example If 

think screenshot 1 '« 

... Jet Willy by S ~ 
Projects then fill In 
■ i screenshot one 
3 lSen as a tie-breaker 
finish the sentence “I like 
plag games on the Elns- 

ore than 16 words. 



Computer Gamer (Einstein) 
l°Go?den Square 
London W 1 R 3 AB 
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H 0 l\l 

Archon is a strategy game 
based on chess but where 
each piece is a fantasy 
creature and every square 
is fought for on a combat 
screen. Nick Walker takes 
an indepth look at this 
game that’s now available 
for Atari, Amstrad, 
Commodore 64 
and Spectrum 
computers. 



pieces. They must have black, the ofc 
been playing Archon. brightness fi 

Archon is a strategy white and ba 



film 'Star Wars'. Each game 
piece was a projected fan- 
tasy creature and a dispute 
for a square results in a 
<-=al battle between the 

lg Archon. 

strategy 
game for the Atari, Com- 
modore 64, Spectrum and 

similar to chess with fan- 
tasy role playing 
characters as pieces. Set on 
a 9x9 squares playing 
board, the object of the 
game Is to control five 
power points on the board 
or totally eliminate your 
opponents pieces. Unlike 
chess, two things set Ar- 
ohon apart from other 
- — s. Firstly t*’“ 



Basic Strategy 



the 



and dark, have 
rerent pieces that, 
whole are balanced 
strength. Secondly a 
dispute for a square doesn't 
result In the defending 
piece being quietly removed 



30 



THE COMBAT ARENA 




throughoi 

strength of a piece In battle 
Is partially dependent on 
the colour of the square 
your piece Is on. Light side 
pieces are harder to defeat 
on light squares than on 
dark ones. Conversely dark 
side pleoes are stronger on 
dark squares and weaker 
on light ones. 

Two important tactics 
come out of this, firstly 
keep your pieces on their 
corresponding colour 
whenever possible. Second- 
ly launch your attacks so 
that the peak of conflict Is 
when this 'lumlnosolty cy- 
cle’ Is to your greatest ad- 
vantage. Remember the cy- 
cle is at lts^peak^for two 

your advantage. 

The five power points are 
Indicated on the screen by 
flashing red symbols, there 
are four mid-ways of each 
side of the board and one at 
the centre. As well as being 
the points to oapture to win 
the game these points have 
strong healing capabilities 
for weak pieces Injured in 



™ z 


■ Bo®o ■ 

JBo oBoHi 
■o _BoJBo 

o B o^Bo 

sooosoooS 

o loilo 

mo-mojgo- 

JBo OBO ■ 
■HBoso B 


E " 




INfflAL STRATEGY SCREEN 





when the luminosclty cycle 
Is In your favour. 

Archon Is won or lost In 
the combat arena, whilst 
strategy Is Important, a 
good player in the combat 
arena will aways beat a 
good strategist. Action In 
the combat arena Is 1m- 

here — victory depends o 
your arcade skills. Movi 



of the attack is 
selected with the Joystick. 
Not until the button Is 
RELEASED will the attack 



nobillses you, the direction 



Goblins, the pawns of Ar- 
chon are sword-swingers 
and olub-wellders, they 
must be within sword or 
club distance to Inflict 
damage. The Banshee and 
the Phoenix radiate a circle 
of fire or a piercing wall 
respectively, damage Is in- 
flicted while the opposing 
piece is within this circle. 
There Is no need to seleot a 
direction for the attack 
with these pieces. All other 
pleoes throw missile- -* 
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each side of the combat 
screen represent the 
strength of the battling 
pieces. When a piece is 
wounded in battle Its cor- 
responding bar is reduced, 
'"*'"n this bar is gone the 
d the battle 



a; 



important aspect of . 
chon, if, like me, you do i 
possess Ugh ting reflexes 

number of features y< 



and the enemies. Each 
piece has distinct combat 
abilities, a table of the 



'.VSttH 



ment to ready a weapon. 
The computer rings a beU 
when your ready to attaok 
again. Exploit this time to 
pace vour attacks and to 
te times when your 
— ant is unable to 
retaliate. 

Don't be afraid to play 
the coward on the combat 
hiding behind 
“-e right mo- 



oppone 









effective forn 



combat. This strategy is 
made aU the more effective 
by the lumlnosclty cycle 
that these rocks themselves 
go through. Normally a 
rock is Impenetrable, 
however for a moment the 
rooks are the same colour 
aB the background, at this 
throw a missile or walk 
through it. If you lose a bat- 
tle, your opponent returns 

kafESR, 1 'attack 
on the same piece gives it 

practice against it untU you 
can consistently beat it 
i of similar 



with plec 
strength. 



The Light Side 
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In 1)1 Pill 






The Basilisk - In many 
ways the equal of the lights 
side Unicorn the Basilisk is 
id reptile. In combat 
e guideline- 



form of anything it attacks. 
The great problem w"*- **•'" 

is bound to find a w 
tack with a lessi 
such as a knight a 



lengthen the time available gkwi 
for your own attack. To MN 
really upset someone, use it BHI 
to change the lumlnoscity 
cycle at the peak of an at- ^B 
tack. Don’t be tempted to 
apply Shift time immediate- I 
ly after your o * ,f ■ 



lr opponent 




misshapen feature. 



Knights” In iSiight/Goblin 
conflicts it is possible *■ 



to d frastrate“y(Tur op- |H 
e Innocuous one. I 




Trolls — Trolls 
moving oreat 
throw rocks, 
anything ' " 




, scorpion, 

contains an array of spikes 
which can be thrown at the 
enemy. These spikes cover 
a Wider area than most 
other missiles making 
them difficult for the 
enemy to avoid. This makes 

line of any attack and 
especially effective in wip- 
ing out weaker f< 



opening for transporting i 
powerful piece to the rank 



elementals earth, ai.. 
and fire. As far as combat is 
concerned treat Earth as a o . 0 a 
Troll. Fire as a wizard, Air H 

as an Archer and Water as a BB 

Manticore. There's no point <n« 
being particularly cautious ^B 



ri elemental, t 






will b 






nonstrous *serp_entlni 



ew the strongest ... 
Ltire Arohon board. Da 
i afraid, find — 



piece of ground 
fast and flaming breatl 
zap in all eight dlrectior 




ending colour. Alter- 



spell is oast. The speU only 
lasts until the lumlnoscity 
reaches maximum bright- 



from the scene of a battle 
Heal — this spell i 
stantly heals any piece o 



,y wounds it has sustain- 



le combat arena. Do 



Prices and 
conclusion 



power points or on pieces 
unlikely to be attacked in 
the near future. Never heal 
Shapeshifter 



52 



-The Banshee 

is an undead spirit that at- 
tacks with its ferocious 
wail. My personal favourite 
the Banshee has the great 
advantage that once you 
have inflated an attack you 
can chase after your fleeing 
opponent, great fun. The 
Banshees requires a lot of 
skill to use successfully but 
it’s worth it. Attack from 
the side where the wail is at 



i two possible effects. 



To beat a good player or for ■ 
that matter the computer at ■ 
Archon, the key is concern 
tration. Exploit every facet ■ 
of the game that gives you I 
an advantage no matter ■ 



available for the Spectrum, I 



3, however i — 

peak lightness or peak 
darkness the cycle will be 
shifted to the opposite ex- 



and varied, use it to extend 
• * i of imprlslon- 



disk based version and I 
some slight difference 
pear between the three 
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SILICA SHOP LTD, 1-4 The Mews, Hatheriey Road, Sidcup, Kent, DAM 4DX Tel: 01-309 1111 

ORDER NOW-OR SEND FOR OUR FREE ATARI BROCHURES; 











READER'S 



The Computer 
Gamer’s reader’s 
club is the hottest 
thing to reach this 
end of the galaxy 
since Venusian 
hypergarlic — and 
it’s FREE. 

All you have to do 
to join the club that 
no serious gamer 
can afford to miss, is 
to simply fill in the 
questionnaire 
printed below (this 
will help us to iden- 
tify your particular 
areas of interest). 
Then send it to: 
Reader’s Club, Com- 
puter Gamer, No.l 
Golden Square, Lon- 
don WIR 3AB. 

Once we receive 
your application it 
will be processed by 
our droids who will 
then send you your 
FREE membership 
card. Inside you will 
find your own per- 
sonal Master 
Gamer’s ID code, a 
space to affix your 
ID scan 

(photograph) and 
locations for your 
Intergalactic 
ratings. 

These will be ful- 
ly explained in the 
FREE newsletter 
that will be 
delivered to your 
homebase EVERY 
MONTH! 

Also in each 
newsletter you will 



find fantastic 
special offers, com- 
petitions and news 
of the forthcoming 
transmission of 
Computer Gamer, 
plus lots, lots more. 

To take advantage 
of the fantastic of- 
fers in the newslet- 
ter you will have to 
cut out the tokens 
below (one per offer) 
and enclose them 
with the offer 
coupon printed in 
the newsletter. 



Cut out and keep 
the dated Eecann 
along with the ones 
in the coming 
transmissions of 
Gamer and you’ll be 
well on your way to 
collecting your first 
Intergalactic Rating! 
Full details are of 
course in your 
FREE NEWSLET- 
TER. 

Remember it’s 
the FREE club you 
can’t afford to miss 
— so join today. 
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£ 49.95 



SPECIAL, SPECIAL OFFER 

Order your VTX 5000 NOW and get a FREE quarter's subscription to Micronet 80 



modems provide 1200/75 baud, enabling access to Prestel, Micronet 
800, BT Gold, Farmlink, Citiservices, Homelink, and some tree bulletin 
boards (some databases and networks require a small subscription). 
Fully BT Approved. I ... aSSy.U - I 

Simply clip the coupon and send it with a cheque I | 

(payable to Modem House) to: 

MODEM HOUSE 



Please send to me: 

□ Spectrum Modem(s) £49.95 

□ User to user software £3.95 



IT’S 1985 — 

THE YEAR OF 
COMMUNICATIONS 




Order your Mi 



£ 59.95 



SPECIAL, SPECIAL OFFER 

•n 1000 NOW and get a FREE quarter's subscription to Micronet 8C 



modems provide 1200/75 baud, enabling access to Prestel, Micronet 
800, BT Gold, Farmlink, Citiservices, Homelink. and some free bulletin 
boards (some databases and networks require a small subscription). 

Fully BT Approved. 



§He 



MODEM HOUSE 

lolanthe Drive, Exeter, Devon EX4 9EA 
Tel: (0392) 69295 



Computer Gamer July : 
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Revs is Acornsoft’s excellant racing 
car simulation, Mike Roberts shows 
computer gamers how to play it. / 



type of Joystick 
. the game verj 
play. Imagine 
drive around us 



It would make It 

nearly Impossible and oer- 
talnly very dangerous, the 
same happens with Revs. 



Starting 



The directions in the manual I 
recommend revving up the I 
engine whilst the car Is In I 
gear, but with the clutch^ln I 
desired amount of wellie Is 
achieved you let out the 
clutch and roar off. 
However when you smash 
yourself up the engine may I 
be a bit hard to start. In 

f?rst tl0 gear° (Instead of I 
neutral) for starting. Turn I 
the engine on and rev It up I 
a bit, then flick it Into 
neutral. When It goes Into I 
neutral It will start up nor- I 

Straights 



s and gears right, a 
position yourself for t..« . 
next bend. It Is also a good 
time to overtake. Overtak- 
ing on the straights is sim- 
ple In as much as the 
enemy car is totally predic- 
table in Its actions and if 
you challenge it it will not I 
try to block you or other- 
wise oppose your actions. It I 
will just carry on as nor- 
mal . However It wllljiot try 

to ou/advantage 111 



When you first get It out 
of the box, take a look at 
your joysticks. If they are 
the standard Acorn type 
then either throw them 
away or attempt to wrap 
them In rubber bands. 
Your controllers need to be 
self centering, that Is when 
you release the stick It will 
spring back to the center 
line — very useful 

I am of the opinion that 
Revs cannot be played ex- 
cept via the Joystick, you 
keyboard but the game 
was obviously designed to 
be used with sticks — and if 
you haven’t got any, then 
why not? 
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in in mi 



lose many seoonc 



i is of lap 



straights on either side of 
them (Maggots, Chapel, and 
Abbey), these oan be taken 
in fifth, at full whack by 
taking the inside line on the 
approach. One bend that 

J ou can take at full whack, 
ut the positioning Is very 
crucial (Club corner), and 
three really awkward cor- 
ners where positioning Is 
very crucial and you r speed 
level to get around at all 
(Copse, 8towe, and 
Becketts). On these corners 
if you find gourself sllpp- 

. This reduces your 
turning circle and stops 
you skidding. 

When you hit a position 
crucial bend the best idea Is 

ough half of its throw. 



through h 
Then If yo 
you oi 






possible Joystick movement 
to correct yourself. All 
bends should be taken on 
the Inside. To see perfect or 
near perfect positioning 
have a look at the opposing 
cars. On a practice lap, in- 
stead of overtaking the 
slower cars follow them 
around the track. The lines 
are always very good. 
Remember they only go off 
the track if you hit them so 



771 



land you will have a 

chance of ending up poin- 
ting the right way. 

Happy Racing. 

On the bend before the 
straight or about a third of 
the way through one of the 
longer straights, make sure 
vou are In third or fourth 
ibout 6000 — 
isn you zip up 
. 1 =*.. ^ 1 . 1.0 opposing oar. 
Position yourself on the in- 
side of the other car relative 
to the next coming bend. 
Then whack your revs right 
up and change gear up as 
fast as possible. Due to 
your high revs you will 
have an Increased accelera- 

the oar. This should be tim- 
ed just before the up and 
coming bend. If you are on 






r 

Wings 

A lot has been made of the 
adjustable wing settings on 
the game. They affect the 
handling of the car quite 
dramatically. High settings 
on them mean that the 
steering will be that much 
more sensitive. A low 

make the steering a bit 
more sluggish, good for 
people who are used to 
throwing about the 
Joystick. It is impractical to 
use switch joysticks except 
on setting zero for the 
front. The rear must 
always be high, otherwise 
it'B like driving on ice. I 
tend to use 35/16 because I 
am used to throwing about 
the stick. David Hunt, who 
had a hand in the technical 
aspects of the game usually 
uses 32/28 for lighter con- 
trols and a more responsive 
car However if you are 

this setUng will make you 
run off the road at corners. 



Chicane 

If you ever try 'jumping' 
the chicane then a small tip 
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Strikes Back VCS 

Smurf VCS 

Pitfall II VOS 

Chuckie Egg Spectr 

Knight Lore Spectr 

Death Star 
Interceptor C64 



1 W Lacey 817071 
> A Parkfnson96% 



Bio Defence 
Confusion 
Pole Position 
Pole Position 
Pole Position 
HERO Ul 

Raid On 

Bungling Bay C< 
David's Midnight 



M Reynolds I 
M Roberts : 






Kong Atari 

— Spectrum 

Spectrum 



gSSF 



S Payne 1470800 . 

M Roberts 840660 
S Phipps 68890 
J Prince 58100 
I Whittaker 188410 
C West 1831670 

P Goodridge 158388 
P Goodridge 11784 
P Ford 178800 

D Jolley 8486 
K Mundow 7.88 
C King 8748800 



1 Golden Square 
London W1R SAB 



r P.BM UPDATt 



Welcome to a new regular 
series In Computer Gamer 
In which we follow up last 
month’s Introductory arti- 
cle on play by mall games. 

Each month we will br- 



puter Gamer will be joining 
a number of the games and 
I so we will bring you first 
hand knowledge of how the 
games work along with our 
progress (or lack of It) In 
| them. If you have any com- 
>r suggestions about 



normal editorial ad- 




„„„ r in world 

In which 82 players fight 
for survival and finally 
global supremacy. 

I CBM are currently con- 
verting their games onto 
British computers. Their 
games such as Starweb 
were actually run In 
with ICBM, acting 



Mitre Games, of Tribes of 
Crane fame, are launching 
two new games. In the first, 

sxk 

nobleman. Unfortunatley, 
the first son is to Inherit all 
the family fortune, so you 

--- — ~iy of 200 

' your 



daughter) of a 



i launoh- 

Capltol which they 

believe Is thr ‘ 

ed oomputi 
PBM game lr 
It Is to be 
IBM pc and 
fllot simulation. 

p PBM Competition 






a 512k 



In our first PBM Competi- 
tion we are delighted to be 
able to give away six mon- 
ths play In either Capitol or 
KJC’s fantasy game, Ear- 
thwood. 

To suoceed lr 

you will have to out- 
other postal players 

'tltion to test your 
to do just that. 

is°fUl in* the coupon 

below and then write on the 
envelope any whole, 
positive number. The prizes 
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Starting Out 

From the start take the Seal 
of Merlyn. This will open 
up the two stone slabs In 
Wlspwood If It Is moved 
i missile spell, the other 
opens the way Into the 
| Vaults of Locrls. 

The Vaults of 
Locris 




a spider appears as soon as 
the chest Is opened. Move to 
the other chest (not the one 
In the middle) and this key 
opens It T — *-*- 




_ in a chest. This has 

been disguised as a stool 
but should you move the 

become a cheat. This Is 
opened by the key which 
opened the Leyrod chest. 

Wierdhenge 

Once out of the vaults you 
will be in Welrdhenge. Cast 
the leyrod spell and a our- 
sor will appear. If you move 



... e circle. The left 

one takes you to Stoneways 
the other to Dragonsteeth. 
Take the left one. Once safe- 
ly through the leyllne you 
should be In Stoneways. 

Stoneways 

MAKE SUBE THAT YOU 
STILL HAVE THE SEAL OF 
MERLYN. Cast the leyrod 
again and you should un- 
cover three cubes. Take the 
one on the left and you will 
be taken to Webwood. This 
Is the location of Merlyns 

Merlyns Cave 



right. Take the WARRIOR 
spell and the dish of milk. 



S will find an axe. Take 
, now go to a log and 
move the mi l k over It. A 
hedgehog will come runn- 
ing out. Leave the milk and 
take It. Now go to a tree 




mp and hit It with the 
i. It will fan down. Now 

ive the hedgehog spike 

around the stumg^ and a 



and go to the Seven Sisters. 
Use Leyrod and a cube will 
appear. This takes you^ to 

circle. Cast leyrod to the 
right and a cube will ap- 
pear. This takes you to the 
Ironstones. Cast leyrod 
and you will find two 
cubes. The right one takes 
you to the seven sisters but 
take the left one to Welr- 
dhenge. From here take the 
' leyllne to 



Wolfwood 

In Wolfwood there are 

werewolves. Use the war- 
rior spell to kill them. 
Then find a stone slab and 

Go down the hole to the 
sanctuary of Halgor. In the 

three 

ich with 
ind they will 
lls. One of these 

1. Cast this and 

you will appear by a tomb 
In the sanctuary. Take a 

key from this to - ' J "" 

• — “ *he 

r with It 






eave the room. Open 



in the first ro 

Go the dragonsteeth and 

cast leyrod. Two cubes will 
annear. Take the one on the 
t and you will be In 



Dreamdowns 

Find a bow and give It to the 
elf. He will give you a nut. 

ulrrel and make 
be nut. A key will 
Inter the ruins of 

U and find a ohest. 

Open lt_ with the key and 



JtSjtXS 



S3! 



will find a 
Now find a 






sa. 



bush (not the one left of the 
dreamdowns). Move the 
squirrel over this and a 
torch will be revealed. Take 
this tottie fire and lighUt. 
the left path. You will see 
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Eamon McGing helps players stuck 
in Hewson Consultants Dragontorc 
with his guide to ancient Britain. 




and scroll will appear. The 
scroll Is a clue. Move the 
raaglo symbol over the slab 
and a trap door will appear. 
Qo down It. Qo through the 
door and you will see a 
magic symbol on the wall. 
Snakes keep coming out of 
It. Kill the snakes with the 
toreh^then put the ^ torch 
vanish. Open the door by 
using your symbol * 

snakes in the ne 

and then go through the top 
door. Take the missile spell 
and open the other door us- 
ing the symbol. In the next 
room Is a chest. Open It us- 
ing the symbol^ but watch 
a different symbol. Leave 
the room using the original 
symbol. In the next room, 
use the same symbol to 

K the door on the left. 

useful herel Go through the 
door and then through 
another. Here It is dark, 
but that's no problem. In 
the middle of the room Is a 
tomb. Using the new sym- 

Out comes a dragontorc 
crown and a due soroll. 
Take the crown and then, 
put the original symbol 
over its immobile copy I- 



face. Now cast the DEMON 
spell. Another face will ap- 
pear. When they clash, the 
former face vanishes and 
leaves another dragontorc 
crown. Take this back to 
the sanctuary of Halgor 
and leave It by the anvil. 
Return to the vaults of 
■Is and take (If you have 
already done so) the 
r moon which says 'the 
It key lies In sanctuary 



Witchwoods 



Jewel or kill him using war- 
rior. Now moving your half 
moon over his and It will 
become a full moon. Now 
find a herb, a bat (you can 
pick this one up) and a frog 
(who Is In a pond). Take all 
three to a cauldron and put 
them in It. A wand will ap- 
pear. Find a stone slab and 
put the wand on It. You will 
find an UNSEEN spell and a 
Jewel. In another slab you 
will find a^li^ht spell. Find 
own. Hit it with the wand 
and It stops. It Is now the 
sword of antlmaglc. Take It 



hit It 



k and 



e will and push it 



rollstones. From there go to 
Wisrdbenge and then to 
Dragonteeth. Leave the 



Ironstones 

Kill the devils using war- 

find a coin. In a bush you 
will find a bone spell. And 
nearby you will also find a 
dove. Find a pool and move 
the coin over It. Now you 
can enter hellsmouth 
caverns. Move over the 

E l. Find an axe. Around 
place are three eggs. 
Two oontaln snakes but in 
one Is a key. Use the t 



Druids last 
Sanctuary 

Kill the goblins. One owns a 
key. One owns sunkey 
which opens the vault of 



locate spell. There Is a hall 
with many opening with no 



i the wand around 
the walls. A key will ap- 
pear. Open a door with this 
and Inside Is a chest. Open 
this with the goblin's key. 
Inside Is another key. Open 
another locked door with 



g slab. This 

opens the exit but do not 
leave yet. Oo to a room with 
an immovable key and put 
the symbol on it. It can be 
laken now. Use this to open 



nd a chest. Open this with 
is goblin key. Inside Is the 
ey to the cursed crypt. In 
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Feeling 

Adventurous? 

Hi, this month features a 
special review of a new 
adventure game from 
Games Workshop. It Is call- 
ed "The Runestone" and Is 
full of many original con- 

answers to your problems. 
Anyway, I suggest that if 
you haven't already heard 
of "The Bunestone” that 

The Bunestone 

This adventure really 
seems to be a game and a 
half. Just reading the 
Instructions left me In awe 
of this new adventure. You 
would seem, ^o on 



/I, / 



NT t R E 

mm 

Marion Champion continues 
her help for ailing 
adventures and includes an 
indepth look at Games 
Workshop’s Runestone. 

any one time, bearing in way to begin so 



n locations you a 



idea of how th 
set out and wha 
likely to find 01 



The three characters 



EK?-s 



reach your goal you may be 
nowhere near that golden 
score of 100%. 

"The Bunestone" has 
locations and Is without 
question the largest 
adventure game that I have 
come across yet. Two 
thousand locations makes 
the game seem almost 
frightening since It gives 
such a wide area to oover. 
Everyone of these locations 
Is graphically shown 



and GBEYMABEL THE 
WIZABD. 

Eaoh of these characters 
has a different s ki ll which 
you must discover and use 
appropriately. This Is not 
too difficult to discover If 
you combine their titles 
with what you can find at 
their respective abodes and 
make an intelligent guess. 

The main quest m this 
adventure is to destroy an 
evil character known as 
•KOBDOMIR THE DARK'. 
The game takes plaoe In the 
land of Belorn. In the North 
lie the Northern wastes 
which are Inhospitable and 
wild, so few of the 
Inhabitants of Belorn will 
venture far north. Ma— 



Once I had begun to play 
this ambitious adventure I 
soon abandoned my usual 
mapping technique to 
• *o something a little 






direction, 
locations my piece of paper 
was simply not going to be 
big enough, no matter how 
small I made my writing, 
and with many locations 
having no specific land- 
'--or name to relate to 



The game only permits 
irou to move north, south, 
last and west, so If you 






s provided "(as shown hi 






It It. The screen 
le top half is 



his Ores. The ancient 
treasures of Belorn were 
stolen and taken away to 
the North. Many great 
wizards and elves were 



happening. 
The norma 



succumbing to the reign of 
Kordomlr the Dark. But 

there Is still hope, for our 



normal set up of any 



whether bid t< 






hero of the that you i 



In Runestone there are 
three leading characters 
I and you play every one of 



SSE33*. 



‘All of theml' I 



, ea aU y< at 



, then 

- »n here) 

which shows the general 
positioning of major points, 
and due to the unusual 
nature of this particular 
adventure, the map Is ex- 
temely useful. 

That last comment refers 

for finding out where you 
are going. You can look In 
any one of four directions 
at any one time, (north, 
south, east, or weBt) 
without actually having to 
move In that direction. This 
gives you a view from the 
point which you are stan- 
ding to as far as you can 
see (or as far as the com- 
puter allows you to see.) In 
other words you cannot see 
the location you are In, on- 
ly the locations around 
you. The text will Inform 
you of where you are. The 
view Into the distance will 
show you any buildings or 

anything that Is within 
range of vision^ In 



or alternatively you mi 
Just wish to explore tl 
countryside and meet t) 
various Inhabitants 

which there are about fc. _ , 

ty. This is perhaps a good the shape of distant blobs 
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will therefore be able t 
head for a certain point an 
watch It get nearer gradua 
ly. Thls^feature In conjuni 

hi to pin 
fairly 

buildings and landmarks 



catalogue your progress it 



along with you £ . 
help you out they may 
unexpectedly wander off t- 
do their own thing 
ttme to time so don't 



mmm 



whole line. CAPS 81 



put a numbered key on: 

buildings are what and 
Items that you can I 
within them. Drawing 
Intricate map of every X 
Uon Is In my opinion 
tremely difficult ~ ‘ - 
consuming — • 



fairly fast t 
Time Passes’ appear and 
around you will begin to go 
without you. The way to 
avoid this Is to start a 
sentence then think about 
what you wish to do next 
and after that action. You 
must always plan ahead. 

Since the game Is rather 
large, ^once loaded It ‘ 



f required, i 
addition. 






mptly paid the shopkeeper 
my last^few gold pieces and 

thralled by the parchment 
and every month I trudged 
the three day Journey to en- 
sure my <»py. During tl 






i for this Wizard". 



e the aoqua: 
"The Whi 



game. It Is also 
• -- order • — 



microdrive cartridge. _. 
entirely new concept l 
- Iverturinjj with it's con 



the next few months (see 
Feb. 1985 adventure letter 
section) Then disaster 
struck. A scruffy ore arriv- 
ed at my deluxe cave apart 

off 




something that you would 



As I said before, you cc 
trol all the characters a; 



characters together 



.. _ Impossible for ... 
SSI . The only way Itwlll 
ultimate quest, or pull the 
plug out. 

The Instructions do not 
state the exact extent of 
“The Runestones" 
vocabulary, but It would 

“-at It is very wide. 

mistakes in 

feet the computers 



question. While Frodo, the 
hero of this epic, was cross- 
ing the Barrowdowns he 
and his friends were cap- 
tured by a BABRO WIGHT. 
This gruesome creature 
was Intent on robbing them 
of their worldly possesions 
and then eating them. But 

mystic friend saved their 
skins, Just In time. 

the not too distant future, 



Seep changing fr 
the other. It Is a 



chosen character 
the other two 



You can talk t 



Software. Having seen tl 
ad for the game In yow 
magazine I noticed how 



ween the other par- 
chments. I brushed awav 
the cobwebs and wiped o: 
the Goblins blood an 
• 'row the 
It’s name? 

"By the Zits of Zork!” I 
cried, "This Is the greatest 
thing slnoe MA and PCG!" I 
flicked through and found 
122 pages packed with 

reviews, competitions, soft- 



sS 



If they are not with you 
then who knows what they 
are getting Into, but If you 
notice that your score has 
suddenly diminished, you 

has got Into some scrape or 
other, the most likely one 
being that one or both has 
been captured by ores and 
you will either have to 
character or become one of 
them and escape. The 
change to one of the other 
characters and find 
yourself In a fortified tower 
with a couple of ores then 
you have been captured. All 
prisoners are taken to the 
same tower but which one 
Is what you have to find 
out. The characters in the 
game which you do not con- 
trol, le those other than the 
main three, all have minds 
and alms of their own too. 



An excellent feature of 
the game vocabulary Is its 
variety of possibilities 
regarding looking and mov- 
siinply state a direction 

look to the view m t 
direction. If you tell 11 

the direction It is facing, 
giving you^thevlew in that 



le screen-shot. I would 

be deeply ^grateful If you 

Yours hopefully, 



tlnue? Will Marlon be as 
good as The White Wizard? 
Will there be lots of beeb 
games reviewed? Don't 



Demonslayer!” 
Karth Demonslayer 
P.S. Happy Hacking! 



Demonslayer. I have a tale 
to tell of great sorrow and 
sadness which will surely 
lift the heart of every true 
adventurer. It follows: 



tion, following the instruc- 
tions given with the game. 
You will 



breathtaking parchmenl 

SBKST 



iely 






T. 



Personal Computer Games, 
a pesky dwarf, I set off at 
once to find the sacred par- 
8HIFT and 0 ohment. Three moons later 






you pass through, 
mands, CAPS SHIP 



SHIFT and 1 will delete the 



1 the e 



1 of n 
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I’ve Jui 
ful rr- 

helpfui. 

Your magazine Is very 
different with your layout 
of the pages and a change 
from ordinary pages with 
reviews in a neat line and 
columns. 

I was particularly In- 

EASPSi 

m your reviews that you 
didn't Include Doomdarks 
Revenge. This epic from 
Beyond Is one of the great 
games I've played and there 
have been plenty of those. 
Great graphics and the 
novel short-listed menu In- 
take makes this one of the 
best. 

The selection of 
numerous players make it 
very good value for money 
and a must for any person 
owning a computer. 

The cute graphical 
features of both Luxor, the 
Moonprince, and further 
into the game, Shareth the 
Heartstealer, are absolute- 
ly brilliant, so much, that 
my Spectrum blew It's 48K 
and is now In for repairs. 
Well done Beyond and 
thankyou (although I’m 
tempted to send them the 
bill). 

Eeoaan, please bring me 
more of your computer 
gaming, and as for me I'm 
going out to buy Beyond's 
Shadowfire. 

Yours thankfully. 

Philip Oself (16) 

I'm writing to thank you 
for your advice regarding 
my early problems with 
Hero's of Karn. 

Thanks to your help I've 
managed to get past the 
barrowlght and the bear, 
taking everything In sight 
with me. I was Just getting 
Into the game when my 
brain again stopped func- 
tioning. This time It Is the 
pirate and the serpent who 
are stopping me travelling, 
so as I've no-one else to 

help me again. (l?ne day I’ll 
get the hang of this adven- 



m very much looking 
torward to the next issue of 
"Computer Gamer" as Its 
the only magazine which 
really helps you decide 
what sort of game to buy. 
Anyway I look forward to 
hearing your reply. 
YoursTalthfully, 

J. Smith 
W. Yorkshire 
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Appr oaching fast... 

BRAIN-BLOWIN G GRAPHICS . ..MEGA-BLASTING POWER ...FAST-ACTION PLAYABILITY. 
-HIGHW AY ENCOUNTER'.. .A TOTALLY NEW DIRECTION FROM VORT EX. 

ONCE YOU'RE ON IT,..THERE'S NO TURNING BACK. 




FOR SPECTRUfi 



Dungeon 

Dressing 

Our Dungeon decorator, Gordon 
Hamlett, helps you brighten up your 
adventures. 



itorylme b 



ie they did 
nub in. miu me general 
scheme of things. This 



plot. 

When I first started 
writing storylines, I had a 
main theme and a few 
specific Ideas that I wanted 
•- Include. Having ^put 

;he surrounding 
1 any half- 1 -"' — 






Long John Silver — Jolly 

pirates’ slang. N< 
ideas would be u»u, 
there Is enough material 
there to develop a decent 
story without having to 
resort to dinosaurs, robots 
or the like. 



project a purple spot onto 
the wall) to the powerful 
(talking to Inanimate ob- 
jects) and the stories are 
based on the Interplay bet- 
ween these talents as tl 



d. Not s\_ 



prlslngly, the resulting 
story was totally dis- 
jointed. To get round this, I 
developed the following 
method. Having deolded on 
a theme, I made a list of 
everything I could think of 
was asociated 



10 ways. First, I . 
onto the skeleton storyline 
flowed better and second, it 
that weren't quite right. 

To give an example of 
this, I have taken the theme 
of pirates (not the software 
type!) and written down 
ideas off the top of my head 
in no speolflo order what- 



Doubloons — Treasure 

Flintlock pistols — Wfutlny 
— Marooning — Skeletons 



IS.’ 






(gling - Bagged 
is — Frepars^to regel 



monsters — Ballons — 



— Walking the plank — 
Land ho — Crows nest — 
Telescopes — Shiver me 
timbers — Clap him In 
J - Captain Flint — 



overall, X thought the book 
was too "American” and at 
£ 10 . 93 , somewhat 
overpriced. For the 
dedicated fan only. 

Much more fun are the 
Xanth books by Piers An- 
thony published by Futura. 
Xanth Is a land where ab- 
solutely everything is 
magical. There magloal 



4o 



SSdTSS Reading Material 



published by Compute! 
an American book covering 
the history of adventure 
games-, how to play them, 
how to write them and 
which are the best games to 
Information oontalned In 






i fou 

elsewhere — especially to 
readers of this column! but 
the examples chosen are 
orginal and Intelligent and 
there are a few nuggets of 
Information to be gleaned. 
The section on writing 

pseudocode rather than the 
flowchart that the British 
seem to favour. The 
example program is best 
used as an Illustration of 
how to write a program 



inspiration for arnrom 
hare. Even If you are not, go 
out and read them anyway. 
I cannot recommend them 
highly enough. 

Fascinating 
Features — 
Sources of Water 



MEMRE 



MM 



well of lost souls or similar. 
(GH’s memory of wells Is ! 
none too good. When I was 
running a D + D game at 
University, I had a well 
that was all but marked Ye 
Olde Wishing Welle. So 
what did GH do? He tied up 
the hobbit and lowered him 
down the well. I ask you — 
Ed) 

Fountains can be oon- 
(see issue two for details). i 
liquid within these 



— full of awful pui— 
(nickelpedes are five times 
worse than centipedes) and 
are worth reading several 
times as you are bound to 
miss loads of them. There 
are currently eight books 



use it as all sorts of potions. 
Healing wounds perhaps or 
Increasing strength). Giv- 
ing swords and armour I 






The Source of Magic and 
Castle Boogna. Piers An- 
thony has one of the most 
fertile Imaginations I have 



s spring 
k from, 



a i i 



causes you to fall hopelesi 
ly In love with the fin 
creature of the opposite sex 
you meet, regardless of 
species (this explains h — 



and harpies ci 



:a ufe '"xanth 



chamber. If you g< 



•me'tRing^r 



gold or 
basis. 



e neatly divided You should 



here is nothing so sure 
iss a well In the middle 
of an adventure is going to 
assume that It is a wishing 

down it In hope of greater 
reward. This gives you a 
chance for a few variations 
on a theme. You might Just 

their 111 gotton ’ 
there might be soi 



le useful 



at the bottom c« 

Maybe there is 
the bottom, bul 
leading to other i 



your liquids. Bemember, 
some liquids must be 
drunk (strength potion) 
whilst others must be bath- l 
ed In (oure wounds). Also, 
don’t make everything | 
benefioial to the adven- 
turer. Keep him on his toes 



pandmg Dungeon Dressing, 
to include a supplement for , 
Science Fiction gamers. So | 
Gamers who prefer droids 1 
to dwarves and .phasers to 
swords should lookout for 
Starship Scenary. Starting 
in the next transmission of 
Computer Gamer. 
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"Ill " l 



i 



Here is a guide tc 
bols used to illui 
game reviews. 




Charlie and The Chocolate 

Spectrum 48K 
Hill MacQibbon 
£9.98 



I think you oould 
Justifiably criticise Hill 
MacQibbon for the blurb 
they put on the cover of this 
software and book com- 
bination. They say that the 
cassette includes four ar- 
cade games (which are on 
side one of the tape) as well 
arcade adventure 



mode. This cheat mode is a 

e idea, giving you in- 
i lives, but not allow- 
ing you to finish the game 
completely. If only the 
game Itself were as good. 
Unfortunately, it's Just the i 
usual platform and ladders 
• 'inula — af ' 



again with fair- I 
ly poor graphics. It's not a I 
bad platform game actual- 









would probably maSe a 
good budget game, but for I 
£9.95 it's lousy value, even 



g is a single ga;ne with 
ir screens. I suppose I'rr 
ty.butont' 



ne, thrown 
7 What's n^e, I thought 



being a bltjjlcky^, but on the 
anyone would describe J8W 
as being sixty separate 



nore than sixty screens, so 
[ do think that Hill MacGib- 
uon are being misleading 
ny describing side one or 



implied that a game in- 
volves some manipulation 
of objects as well as Just 
good timing and reflexes 
(which are arcade skills), in 
which case calling the game 
an arcade-adventure is also 
' misleading. I suspect 



mind so 



, Hill 1 



acGibbon's 









S OI 

( 






all 



step above space invaders. 
Each game is based upon a 
character from the book 

Gloop and oo.)’. and^ apart 
from the Augustus Gloop 

dard 'collect-the-object- 
avoid-the-monster games, 
with small, flickery 
gr^ihics. ^ ^ 

finish all four 



I don't want to be totally 
negative about this paokage 
(honestl), and I do think 
that attracting children to 
books via computer games 
is a good idea, but it has to 
be done properly (the way 
that Melbourne House did 
the Hobbit, for instance), 
and frankly, the software 
in this package Just doesn't 
do Justice to the book. 



i will 



PLANET RATINGS 



allow you to enter the 'In- 
credible 43 room Arcade 
Adventure', but frankly I 



and unaddiotlve that I gave 
up and played the game on 
side two by using the cheat 



STAR RATING 



White Dwarf 



0 
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Frankenstein 2000 is a 
mildly enjoyable 
dodge/zap/collect game, 
set Inside the body of the 



One aspect of the game's 
design that became a bit 
boring was that the se- 
quence of locations Is fixed. 
You can't visit them In any 
order, as you could In, say. 
JSW, so after a few games I 
became thoroughly bored 
With having to navigate the 
same locations over and 
over again. After spending 
a while getting a fair way 
Into the game, I Just 
couldn't be bothered to 
keep on going back to the 
start Just so that I could 
work my way wir to 
where I had got 
previous game. 

Apart from I 



■n’t honestly say 
e a particularly 



strong opinion about 

S me one way or the other. 

's Just rather un- 
distinguished. neither very 



hen frappes him sui 
e^avec un rolling pin. 






es, then le 

che to la ports and rings la 
bell. Then la hen will make 
avec l'aggro about la tete 

Anyone qui thinks that 
un cockerel’s list est tres 
comfy has un autre think 
coming. L 'arrival des 
creatures' (hedgehogs, rats, 

snakes) est tres frequent et 



B5 
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Commodore 64 

Ultimate 

£9.98 



Title: 

Computer: 

Supplier: 

Price: 






0!l 



quality and great. 
Entombed should 
another one of these, : 
all the right lngedlent 
somehow they don't ai 



Ultimate have a name for pro- 

f very high 

originality. 



ed the Eye of Osiris, 
an ancient Egyption magical 
relic. However whilst In the 
process of exploring the Tem- 
ple you have become trapped 
and you must now find your 
way out. To aid you In this 
quest there are two objects 
to be found, a magical whip 
(shades of Indiana Jones) and 
an electric torch. The whip 
can be used to dispose of the 
mummies, cats, bees and 
flies that constantly assail 



e corridors. The 






The whip makes a great 
craok sound when used and 
another good feature Is that 
the torch beam must be 
directed around the room like 
a searchlight. 

Just to confuse the Issue 
are the Crows that fly around 



n. If you know 



was part crow at 

an Ankh Is the symbol of life 
then you will work out that 
by jumping up and touching 
the crows you gain extra life. 
If however you are ignorant 
of these facts then you are 
stuck! 

Life Is not arranged In the 
standard way of having a fix- 
ed number of lives and each 

. time you die returning to the 

:h sy m - beginning. Rather It is arrang- 




♦ 
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ed that you have a life force 
that la diminished each time a 
nasty collides with you. This 
force can be suppUmented by 
fooling with the orows as I 
said but you still die pretty 
quickly If caught in a blind 
alley without the whip. 

After a spot of aimless 
wandering you will usually 
through X n h the magicai 
whip lies. Obtaining the whip 






large number though passages being slow- 



of rolling 

which you must dodge. 

The graphics are what you 
would expect from Ultimate, 
that Is, excellent and the 
sound Isn't bad either. With 
all this said I must return to 



very, very boring Indeed 
especially in the early (pre 
whip) stages when the game 
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Quasimodo 
Commodore 64 
US Qold/Synsoft 
S9.9S 



jall-eoaling soldiers 
overcome, will they n 

The third Jewel lies at ' 
point of the t 
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laskset as being a 
ticularly refreshing soft- 
ware house that produced 



and original software 



BK 



nas marginally inferior sta- 
tionary graphios to the C64 
and of course no sorites Tn 



e collide ...... 

background — they disap- 
pear! This can be quite a 
problem as a lot of the ao- 
tlon revolves around duck- 
out of the pipes 



types of nasties are 

ing around trying u. 

you and are drilling holes 






re really qui 
ut for the Cf 



has a different pattern to it. 
and the number of barrels 
gradually increase. The dif- 
ferent patterns of pipes pre- 
sent a different tactical pro- 
blem for the pipes' defence. 



4 




H ff £ 

As a helicopter pilot your 
task is to destroy the 
enemy power plant. To do 
tills you must complete 
three screens interspersed 
with refuelling screens. 
^On the first screen your 
r!gh P t P of tiie^soreen" You 

tang as they ^flre back. Oc- 
large chopper flies across 



After a time limit has ex- 
pired you must guide your 
helicopter to refuel with a 
plane. 

Next you are on the 
right of the screen facing 
oncoming balloons, air- 
ships and geese with no 
weapons to hand. You must 
dodge up and (yawn) down 



The final s_. 

locks hidden deep Ir 



£5? 

the mountainside. By dodg- 
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Arabian Nights 
Spectrum 48K 
Intercepter Micros 
A7.9S 



1^1 fmil 

This started off quite well, 
but soon became a bit bor- 
ing because It's one of those 
games where all the screens 
follow each other In a fixed 
sequence, so that In order 
to master each new screen, 
you have to go through aU 

enjoyed playing’ the first 
few screens I Just got so fed 
up with constantly having 
to go through thern Just 



mastered them. 

The graphics actually 
look a bit. dated and some of 
the screens remind me of 
the old Imagine game, ‘The 
Alchemist', though the 
sprites in 'Arabian Nights' 

'Alchemist'. I also think 
that the collision detection 
was a bit suspect on occa- 
sions, though mainly on 

killed a number of times^y 
an eagle that looked like It 
was still a few pixels away. 

Given an Infinite lives 
POKE, so that you wouldn’t 
keep having to go back I 




fixed patterns of 

movement, so that avoiding 
them simply becomes a 
matter of committing those 
patterns to memory, which 
makes some of the screens 




In Komplex you play the 
part of a ship commander 
on one of the strangest 
planets ever devised. The 
idea Is to progress through 
the various different levels 
of the planet that is 
Komplpx. Opposing you in 
this task are various 
denlsons of the planet such 
as monitors, wardens and 
the millions of surface 

The screen display Is of a 
window looking out onto 
the planet. At the bottom of 
the screen is a large bar 
chart that shows the levels 
of all the defensive shields 
that your craft Is equipped 
with. In the oentre or the 
screen Is the all 
■hlch 1 



11 Important 
ised to blast 



into little bits should they 
into your sights. Another 
motion detectors and also 

2010). If you fly over a mo- 
tion detector or Into a black 
slab this sets off An alarm 
and even more of the 
wardens and monitors 
begin to assail youl 



destroyed after the le 
OMPLEX have aU , 
found, there Is docking pro- I 

unknown reason, If you let I 



nompiex euiLur, hub ih, ■ 

Legend claim a collection of ■ 
all the pokes that people I 
would have thought up | 
anyway! Thus this allows I 
you to switch off all the I 
nasties and various other I 
useless things. Graphics I 
are good, sound as good I 
and can be expected from a I 
Spectrum, but the game I 
Itself lacks any lasting ap- 
peal. The pictures are all I 
very nice but it Just doesn't I 
add up to a good game. I 
JD 
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version. They 
lng, skeet s 
Jump, arohe 



p, arohery, triple Jump 
weight lifting. The pole 

It has had to be omitted 

ie first of from the computer versions 
arcade because of memory con- 
straints however this 



the arcade game v 




Each event Is performed 
In the standard 
“Decathlon'' style by press- 
ing user defined keys to 
build up speed before press- 
ing another to Jump or 
breathe In the swimming. 

Correct breathing is 

swimming^ ever 
"reath undei 
i predictable ef- 



Thls is true of all events 
and Is my only crltiscim of 
the game. The fact that you 
have to perfect one event 
before you even get a 
chance in the next one. Ob- 
viously this Is true In the 
original arcade game where 
games, and therefore lOp's 
would have ^een sporting 
to allow home users to 
practloe Individual events. 

The games graphics are 
excellent, a lot better than 
In Daley's Deacthlon, with 
faultless scrolling and no 
smudging of colours, ThlB I 
understand Is due to a new 

developed where they can 
tribute square where only 2 
are normally feasible. 

I was delighted to Bee 



perfect score In the skeet 
shoot and the weightllfters 
knees wobbling as ne strug- 
gles to lift the bar. This Is 
probably why the program- 
mers were only left with 2 
The only question Is, 
Thompsons Supertest? This 
Is Ocean’s own sequel to 
Daley's Decathlon and| 
features events that are 
covered by this and 
Durrel’- -»—v™ 

Konami S3 wls he sVed e 

Either way It will do well If I 
It matches the quality of ■ 
Hyper Sports whioh Is I 
destined for number one. ■ 

'“I 



Brian Jack's! 
ir challer - 
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oomplalnte ..... 

game play would suffer 
merely to keep within the 
bounds of the story. 

Luckily with games like 
3host Busters, and The 
Fourth Protocol, this has 
not happened, but with 
Dangermouse I'm afraid 
“ ''1 the worst fears 



episodes. I: 
flying his i 



lng this time Penfold Is 

ning around being chased 
by Nero and will mess up 
DM If he doesn't Jump. 

Then It's baok to the 
beginning again. Overall 
this Is a very tedious and 
boring game. The graphics 
are quite pretty and on the 
highest level It does give 
some challenge, but the 
game play Is still extremely 
boring. Considering the 



1 are bably aimed 



— at a young 
than 12 ) market, but 
"" I know a lot of very 



main display. This b 
ver^ ea~- 




Thls Is the first arcade 
that I've played for 
. — a while that had me 
up until after midnight try- 
<"» *o beat my own high 



jt all the 
drinks, and. 






Liao a iub ui me uest 
games It’s really quite simple 
to play. but hard to master. 
At first, you only have a few 
drinkers to oope with hut »» 

iss flying back t 
he number of p 



ouibS of four long bars along 
which the customers pro- 
gress in their search for 
booze. If they reach the end 
of the bar, then your 
bartender Is flung bodily 
along the bar (lust like a 
Clint Eastwood western) 
and loses a life. Pressing 
the 'fire' button sends a 
drink to the nearest 
customer and sends him or 
her baok to the far end of 
the bar. but If you send too 
many drinks they'll go 
shooting off the bar and 
smash, losing you another 
life. The same happens if 
you fall to collect any of the 
empty glasses flung back at 



: back and forth 
er of people ad- 
vancing towards you (from 
opposite directions on some 
screens) become really con- 
fusing, and you end up In a 
complete panlo prior to 
screaming In frustration and 
collapsing over a steaming 
keyboard. Even so, Tar — ' " 






back for 



almost completely cancel 
each other out and become 
virtually Invisible, given away 
only by the occasional flicker. 
This can be a bit confusing, 
though It doesn't happen 
very often, and certainly 



Cven so. Tapper 1 
that will have you go" 
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Originality 
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Use of machine 

Value for money 



* try, STAR RATING 



The graphics are about as 
good as you could expect, 

S ven the limitations of the 
lectrum’s screen display, 
figure of your 
,- oks^ mutably 



criticism I have of 

graphics is that sometimes, 
*■ ■ sprites 
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a night in the VAUey SIS 
Zombies. As you watch the 
sunset the zombies appear. 
Armed with a gun, and 
presumably some silver 
bullets, you must shoot 
them and avoid their touch 
until the sun rises again. 

After mastering this 
task you are transported to 
a forest housing a very un- 
friendly wizard. If you 
linger long enough for him 
to fire a magical bolt or two, 
nay as well give up. 



your next c 

quite a problem they prov- 
ed to be. These cowled 

habit of shooting T>ack. ? 
never managed to pa 
challenge so the ne: 
challenges rema 
mystery. 






The seventh task Is U 
face the ultimate challenge 
the Castle of the Blrdmen 
Exactly what the ultimata 
challenge Is I don’t know 
but Judging by the other 
tasks it must be extremely 
nasty Indeed. Perhaps I'm 
better not knowing. 

PLANET RATINGS 



I could blast him 
\e materialised ful- 






Baseball is nc 
try and yet the 



The first obvious dif- 
ference Is the viewpoint 
which is from the first base 
side, parallel to the 
pitcher’s field o‘f action. 
Next the less sophisticated 

E ;raphlcs and lack of a 
arge. live action projection 
screen is apparent. 




stall had l—-.. — _ 

pon the game's! 
ocabulary. Any adventure I 
rat does not recognise the* 
srb ‘Open’ Is dearly goln| 
ime in for some criticism 
nd rightly a 
Bpect of the g 




o manipulate or ex-g 

gnlse tfie won 
'bridge'. 
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about at random. At night 
hardly anyone is around 
but during the day the 
place 1 b teeming with ac- 
tion. Should the Doctor 
choose to attack someone 
when others are present, 

a will rush to the aid of 
friend and the Doctors 
life will be In danger. 

Easy pickings can be 
found In the graveyard but 
the condition of the corpses 
vary. A certain amount of 
GBH is therefore neoessary 
to accomplish the Doctor's 
task. Equipment is the 
other essential for syn- 
thesising life and luckily 
the village has a college and 
a hospital which are fully 
I equipped. A certain degree 
I of reading around the sub- 
ject is also necessary. 

When the creature has 
been built it gains life by 
being exposed to electrical 
disturbances on Lightening 
Hill. Next it is presented to 
the villagers in the village 
hall, where the Mad Doctor 
will be Judged on his crea- 
tion. A perfect specimen 
breakthrough, a poor one 
will seal the Doctor's fate 
and he will be hanged. 

Despite the rather lurid 
subject of this adventure, it 
is totally absorbing. The 
graphics are passable, 
though not great, but the 
sound effects are very good 
Indeed. 

Nice to see a game with 
plenty of body. 



ly have been dealt v 
before the game was reli 

That aside, the adv 
ture. nonetheless, mana 
to generate a fair bit of 
terest right from the stj 
and this, I think, is aim 
entirely due to the qua 
of the graphics. The t 



"advanced", and 
I'd agree with ttu 
made little progre 
and having come 
at a bridge guar 
warrior. I will gi 
Warlord, but I’d 
confident if I fa 
would get the c 
helpful response 
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ldow'shov 
Under th 



STAR RATING 
Red Giant 
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Graphics 

gse of machine 

Value for money 

STAR RATING 
Bright Star 



villagers and an option 

Each location gives a dif- 
ferent set of possibilities 
which may be scrolled onto 
the menu or selected by 



sen helpful to 






control but I found 
3D view made it dif 
fioult to anticipate trajec 
tory, but I have that pro 
blem with many 3D games 
On retrieving the ball thf 
fielder throws it back to a 
base selected by the foui 
main points of the Joystick, 
or the pitcher if the stick is 

to learn tactics. It only 
nn» lou el of play »*•-' 



H S ff X 

One thing is guaranteed. 



mixture of the two. Subtitl- 
ed 'building a better body', 
it has nothing to do with 
weight lifting or aerobics. 

The Mad Doctor, br 
Franz Johann Blockenspirl 
" ' Strudelberg, has a 



pretty high standard 
with most sports San 



This shows the state of the 
Doctor's health and energy 
levels, his location, time of- 







Elidon 

Commodore 64 

Orpheus 

£9.95 



Title: Ghetto Blaster 

Computer: CBM 64 

Supplier: Virgin 

Price: £7.95 



It is a fact that computer 
gaming has become prin- 
cipally a male preserve and 
k yet any teacher of com- 
I puter studies will say that 
' girls are just as interested 
as boys In programming. 
My theory as to why this 
■ -lomaly has ocoured Is 



that t 



> of i 



rreshlng. 
id a dlfferei 






forest of the fairies where 
the seven flowers of Fln- 
varra grow. Seven potions 
ensure the growth of the 
Flnvarra flowers but the 
Faerie queen has lost them 
In her kingdom. 

The kingdom of Elidon 
spreads over 250 screens of 



elude the potions bu 
useful objects such 
toroh, pan pipes, i 
strange fruit. Only tl 
these objects may b 
rled at a time so care £ 
be exercised In ohoosing 
which items to carry. 

In some of the rooms 
tree spirits lurk in •’ ' ' 

dust'&e 1 ' torch immediate- I 
ly banishes them to t‘ 
other world if carried ir 
their darkened room. 

The graphics are ve 
good, especially t 
Faerie's movement and t 
music by Grieg does not 
ritate even though it Is t 
same section repeated o\ 
and c — 
fans c 



■classical 
the touch ol 



off by tl.. 

key. Even the packaging 
attractive with an Arth 
Raokham style watercola 
illustration and an attri 
tlvely arranged lnstruotl 
sheet. 

The subject of fair 



The 

enables you to fly ana 
you progress through tl— 
maze your supply 
dwindles. Occasionally you 
will find a fresh store of 

stock but collision with a 
hungry creature makes the 



fairies than meets the eye 
In this excellent fantasy 
adventure. J G 
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US Gold /Sydney 

Developments 

£9.95 



0 £ 



62 



On loading the game you 
are greeted by a beautiful 
picture of a Lancaster 
bomber in Its prime, on a 
runway in the dead of the 
night. It Is thiB standard of 
graphics that sets the scene 
throughout the game. 
When the game starts up 
you get a menu of options 
In order of difficulty — dam 
approach, English channel 
onward, or taking off from 
Scampton and flying the 




S@ i A 



whole distance to Germany. 

Taking off from Scamp- 
ion is Just like any other 
flight simulator, except 
that on a multi engined 
bomber a lot of people have 
to work in co-operation 
with each other. Instead of 
plumbing for the easy op- 
tion Sydney Developments 
have got the feel of allthe 

perfectly! You do this by 
switching between eight 
different screens. Each 
screen represents the sta- 



ll euiueuuuy 111 «i 
be it pilot, gunner, o 



me uiat looks most like a 
lormal, run of the mill, 
light simulator. With a 
lorizon. instruments, and 



through t... . 

window of the night sky 
over Europe. You can 
see the night fighters, . 
chllghts, flack, and bar 
balloons — although 
can’t do anything a 
them. That's up to the gun- 
ners, who have a set ol 
cross-hairs where your 
guns will fire. However you 



The two gunners posi- 
tions are very much like 
normal arcade 



y much 11 

T fiS 
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a nice feature, with Rodrn 
proclaiming 'I feel inclim 
to blow my mind'. 

To make matters wore 
the garbage gets more an 
more common In othi 
the places In which 
visit (named In the 
lines) are soon unreadable. 
Another ‘feature* is that 
length of time, 



e deaf walkers) to play 
your music to, thus stopp- 
ing you from effectively 
playing t*>» — ><• — • *- 



distracting. Luckily 

is a feature to lower the 
volume on the ‘Ghetto 
Blaster' display i ‘ 

This is a very poor im- 
plementation or a game 
with a sound concept. Th - 
Idea of delivering tapes 
and from houses in a loose 
arcade adventure style for- 
mat, Is a good one but sad- 
ly. the idea never makes it 
off the conceptual stage. 

Until Virgin or Gibbo 
software take out the bugs 
make the game a little more 
exciting, and bring a game 
of this standard down to a 
low enough price (conslder- 



be doing 
so the graphics 
Mikro-Gen's u. 
standard, and 
ias to be addictlv 



vlously overlooking 
something really obvious 



abb 



stand on their own, and. as 
usual, most of these se- 
quences leave me totally 
baffled. For Instance, the 
tennis screen is mentioned 
’ 1 the instructions, as Is 
le fact that a tennis rac- 
quet might help. The trou- 
ble is that even after fin- 
ding the racquet ' 



Still, enough about my 
problems. As I mentioned, 
Mlkro-Gen have done their 
usual good job In produc- 
ing this Heir to the Wally 
line. The game Itself Is quite 
addictive, and this Is helped 
by the now familiar style of 
graphics, with those big, 
solid sprites that look as if 
they could flatten any 
number of space Invaders 
without batting an eyelid. 

However, though I like 
'Dummy Run' a lot, I can’t 
help wondering what 
comes next. Certainly, this 
game does not Improve 
upon ‘Everyone's Wally' In 



their new releases are com- 
pared with their previous 
efforts, rather than to the 
work of any other software 



flying towards tl 




acurately, but after a 
you can manage. 

The navigator's _ 

composed or a multi-screen 
map of Europe, you move 
a cross with the Joy- 
stick, this results in a 
line appearing on the com- 

E in the cookplt. Line 
up in the centre and 



on the famous spotlights 
and fine tune your height. 

vnn th- spin U p me 



fna towers on the dam. 
Line It up then drop the 
bomb. If all goes well you 
are rewarded with some 
Ice graphics of the bomb 



When you make your at- 
the right 

by the 

s) and speed. The 
lust be spot on as 
If you miss, the pro- 
gram will tell you exactly 
you got wrong so that 
an try the next time. 
— 1 In all this Is a very 
Impressive game. There are 
some problems such as the 
engine noise still being pre- 
sent when the engines are 
1 there being no 
-s. flak, or 



skipping a) 
and the dan 



ana tne dam blowing with a 
satisfying crump and the 
water gushing out. 



night fig 
chllghts 






o the d. 



the 



mans would protect their 
Interest slightly better. 
Despite these I really like 
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DON’T MISS OUT! 

Now that you have read this issue of 
Computer Gamer and you know how 



Well, you don’t have tol 

If you order a subscription to Computer Gamer 
you will be assured of receiving every issue 
through your letter box each month without 
the worry involved in rushing to your local 
newsagent before all your friends have nabb- 
ed the available copies. 

Simply fill in the coupon and send it in with 
your remittance and sit back and wait for 
thrills and excitement to come directly to you I 

Subscription Order Form A 

Cut out and send to: 

Computer Gamer 
Infonet Ltd., 

Times House, 

179 The Marlowes, ^ 

Hemel Hempstead, j 

Herts. HP1 IBB. 

r- - -- -- -- -- - 

V Please commence my subscrin 
K very next issue. 



Subscription Rates 
(tick □ as appropriate) 

£16.20 for 12 issues UK 
18.20 for 12 issues overseas si 
£22.50 for 12 issues USA surfa 
£60.70 for 12 issues airmail 

I am enclosing my (delete as ne 
cheque /Postal Order / Interna 

Order for £ 

(made payable to ASP Ltd) 

OR 

Debit my Access □ Barela; 



Please Use Block Capitals and 



^ nuuw UUW 

interesting and invaluable it is, wouldn't it be 
a crime to run the risk of missing a single 
thrilling issue? 



SIGNATURE . 
DATE 



NAME (Mr/Mrs/Miss). 
ADDRESS 



POST CODE. 
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Rory Newman 
adds graphics 
to your games 
in the latest 
in our games 
writing series. 





1 P0KE51 ,0IPOKE52,28!POKE55,0IPOKE56,28 

5 P0KE36879 .8 
5 GOSUB2000 

10 FORT«0TO31 1 IPOKET+7 168 , PEEK <32788 + T> i NEXT 
20 POKE 36869 ,255 * PR I NT '* JS' 1 :POKE650,255 
30 F0RT*7 168T07 167 +32 ! POKET ,0iNEXT 
40 F0RT=7 1 68+32T07 167+40! POKET , 255 i NEXT 
30 PR I NT "M 1234567812345678" 

35 PRINT'S " 

70 FORZ * 1T02 * FORT* 1T08 1 PR INT"S" ! T; "II I 
30 PRINT'S ■' 

30 TL-7727»C L-38447iPP-TL!CP-CL iX=l ! Y=1 IMXCX»I28«DI.< 

100 PRlNT"g MS*1MIIWTOIWHW*4 BMgnMlPC 1 = 

105 PRINT'CH *•* 



| * 1 NEXT! NEXT 



100 
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! TAB <2 >J PEEK <7 168+ I > ! TAB < 14)* REEK <7 168+ 1+8 ) 

" a" ) TAB <2 > > PEEK <7 168+ 1 ) I TAB ( 1 4 > J PEEK <7168 + 1+1 

650 pr i nt " a wiwr mhi hwm 

860 PR INT -j— — — MB— — — P 

670 rr ir - - ——nr ~ tit' • 

680 PRINT”SBrYPE C TO CLEAR#” l 
690 GETCC*! IFCC*< >“C”THEN690 
700 PR I NT ” U* i P0KE36869 ,840 ! END 
710 DL = 10 

720 PRINT aMIIWmWWHWMH 



to 



' KEY TO STOP# 1 



730 FORYY= 1T08 

740 F0RXX-1T016 

750 GOSUB370 I GOSUB290 ! GOSUB500 

760 GETZ*! IFZ*="”THEN780 

770 GOTO870 

780 NEXTXX 

•790 GOSUB230 * GOSUB500 
800 F0RXX=lTO16 

810 GOSUB370 ! GOSUB330 s GOSUB500 
820 GETZ*! IFZ*=””THEN840 
830 GOTO870 
840 NEXTXX 

850 GOSUB230 i GOSUB500 
860 NEXTYY 
870 DL-100 

880 °Plt l, "H WHW IM ii.iin tit Him 

890 RETURN 
900 DL* 10 



! PRIN 



920 FORYY= 1T08 
930 FORXX= 1T0 16 

940 GOSUB440 * GOSUB290 ! GOSUB500 
950 GETZ*! 1FZS-” "THEN970 
960 GOTO 1060 
970 NEXTXX 

980 GOSUB230 : GOSUB500 
990 FORXX = 1 TO 1 6 

1000 GOSUB440 * GOSUB330 * GOSUB500 
1010 GETZ*! IFZ*=“ “THEN840 
1020 GOTO870 
1030 NEXTXX 

1040 GOSUB230 ! GOSUB500 
1050 NEXTYY 
1060 DL* 100 

1070 PR 1 NT 1 eWWRMM«l»l»Him»Wl»MW»W 

1080 RETURN 
2000 PR 



2010 PR 
2020 PR 
2030 PR 
2040 PR 
2050 PR 
2060 PR 
2070 PR 
2080 PR 
2090 PR 
2100 POKE 1 98 , 0 ! WA I T 
60000 GOTO60000 ! REM' 
READY. 



GRAPHIC DESINGER” 
' R.P. NEUMAN” 
ORIGINAL IDEA 
IURSOR KEYS TO MOVE” 
PLOT” 

I UNPLOT ” 

! DRAU 
I UNDRAW” 

I SEE DATA" 



PERSONAL SOFTWARE” 



KEY' 
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Now, we'll take a look at 
the Commodore 64. This 
Win do a UDG as It did on 
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BATTLE FOR ANTWERP 

r Spectrum 48Kand Commodore 64 



<* Accurate ' - Mg 
Strategic simulation. 

• Real-time combat wi 
full scrolling graphic sf 

Liberty House, I ' 

3B 7 222 Regent Streft, 

London W1R7Dt 
I Telephone 01-439 0666 







SPECIAL DEAL FOR ATARI 
400 / 800 / XL / XE 

HIRE your first 2 games FREE from our extensive 
range of software. Up to the minute releases avail- 
able. Apply Now! 

OR 

BUY all the latest software titles al best possible 
prices. (New releases available direct from U.S.) 
Atari hardware and modems now available at 
discount prices. For further details send S.A.E. to: 



CHARNWOOD GAMES 





npuler Gamer July 1985 
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, VIST# INV'YlLDA INV28, YlSTfl INVB.Yt 



I, V18TA INV, Yl LOA INV31 , Yl STA INVS.Yl 



;,YiSTAU7D),YiDEYiBPL 00 

'Bl ADC(64l STAIr70l L0Ali71 ■ ADCI1 1 STAE71 



LDYB47 

L0A#299l 8TA (Ii70) , Y1DEY1BPL 01 

INXlCPXIStBNE S3 

RTS 

LDA CONTI 1 CHPI321 BEB 82 
LDYI1S 



CLC] LDAE8B1 ADCIBl ST AI>Q0:LD AES I1ADCCB1 STAE8 1 
LDY09I LDA ( EBB) , Yl 8NE JHORT 
L0YB15 

LDA NAV,YlSTA(E80) .YlDEYlBPL 81 
INC CONTI 





SECl LDAIB2I SBCtSl STAEB2 
LDAE83I SBCBB: STAE83 




ilLEH- 

Ifliiii 





LDAE83 : CHPBEDCi BC8 V2 
LDABBlSTA FE.XlSTA SHOTlJNP TAR5 

LDYI7 



LDABI61 STA (E82) t YlDEYl BPL TAR4 
LDAE82I STA FIL.X 
LDAEB3I STA F1H.X 
. TAR5 
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COMPUTER OAMER JULY X98S 





by Adam Manning 



In this game, two players 
control opposing govern- 
ments, each blading for 
complete oontrol of the 
solar system. Player 1 con- 
trols the Inner half of the 
solar system, whilst player 
2 controls the outer half. 



four ways, by taking 



, dln a?l tSe ■ 






ftattaX 



sa._- _ 

on your opposing -- 

forming an alliance with 
your opponent. 

At the start, player 1 
controls the planets from 
Mercury to Mars, player 2 
controls the rest. To make 
the naming of new planets 
more logical, planets names 
start with the name of their 

position out from that sun. 
Thus Mercury (nearest to 
the Sun) Is called Sol 1, 
Venus (next nearest) is Sol 
Z. In later years (around 
8605) the number f»rt was 




«« 

oo 



Sol 2 

Pre-Space Colonisation 
Name: Venus. 

Surface area: 460,260,000 
square kilometres. 
Starting population: 

1.372.900.000 

Max population: 

11.736.630.000 
Capital State: Afrolz. 
Population of Afrotz: 
4,983,337. 

■ Date of Colonisation: 
Jan'ray/ 2013. 

People working on F. 143 at 
start: 183,561,000 
Planetary rating of F.143: 



Pre-space Colonisation 
SurfaraArea: 144,710,000 

pis*u 

SsfgffiC *””” 1 

Population of Radau: 
.161,713. ColonlsaUon . 




;e S Area"i61 ,880,000, 
Starting population: 

Cap^t^ State: Riggesd. 
Population of Rlggsed: 



9 S® nF ' 143 “ 

Planetary rating of F.143: 
F.143 In stock 
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..ie P.143 from. It will th 
display how many ts the 
planet has In stock and how 



ts of F. 143 he wants to buy. 
It then displays how many 
*— “ ’ Is buying and 



it price he Is going 



or not If the supplier does 
not agree to self It at that 
price. It will go back to ask- 
ing how many ts the player 



h several o[ 






the computer will display 
approximately how many 
ships are guarding the next 
planet In or out of the boun- 



LU 

O 

<r 

n 



LU 

J 

h 

h 

H 

Hi 



1 REH »*- Battle 2091 For System Sol -** 

2 POKE 23609,80 

3 60 SUB 8500 
5 60 SUB 5e+2 
10 GO SUB le+3 
15 GO SUB 1.5e+3 

17 IF tenusel^B THEN GO TO 9990: GO TO 15 
20 GO SUB (■enusel-lH500*-2000 
22 IF ienu5el=l THEN 60 TO 15 
25 IF ienusel=5 THEN GO TO 10 
30 REN **- END OF TURN ACTIONS -** 

35 DIN etd): INPUT "Do you aant to change the 
anoun-t of F.143 you use?"; LINE el: IF e$UK> 
■y* AND eKDOT THEN GO TO 50 

40 PRINT "The old percentage of F.143 usedaas 

" ;p (user ,2) *100; ■Z" : INPUT “Hhat is the net* perc 
entage of F.143 used?";pfused: IF pfused<0 OR 
pfused>100 THEN BEEP .15,-5: BEEP .35, -7.5: GO 
TO 40 

41 LET p(user,2)=pfused/100 

42 DIN el(l): INPUT ‘Do you want to change the 
anountused on the Astro Navy?’; LINE el: IF e!( 
l)="y" OR e$(l)="Y“ THEN GO SUB 400 

50 LET p (user , 1 ) =p (user , 1 > *p (user ,2) 

55 FOR a=l TO 9: IF s(a,6)Ouser THEN GO TO 9 



Alter Navy Posting. 






allows the player to attack 
the next planet In or out of 
the boundary. If you con- 
trol the outer half of the 
solar system, your ships 
will attack the next planet 
in from the boundary and 
vice versa if you control the 
inner planets. 









ill your opponents will 



defend. The ci 



it. Option 6 allows you to 




t- 




t- 




fr 



57 LET s(a,5>=s(a,5)+(s(a,i>*s(a,8)*s(a,3)*0.B 
027397) 

58 IF s(a,5>>le+10 THEN LET sll,5)=le*10 

60 IF s(a,l)>sla, 21*25.5 THEN LET sla,l)=s(a, 
21*25.5: GO TO 99 

70 LET add=(.5-p(user,4!*s la, 1))*. 000001: LET 
s(a,l)=s(a,l)*l.B005+add 
75 LET s(a,l)=INT s(a,l> 

99 NEXT a 

100 IF p(user,2)*(l-p(user,3))(!RND*.05+.05) OR 
p(user,4IXRND*.2M) OR RND< . 005 THEN PRINT " 
As you »ere badly treating the people they have 
overthroan yourgoveraent. You are still playing 
hut you aiil have to start again": LET p (user , 1 ) 
=p(user,l!*RND*.5: LET p (user , 2) =RND: LET pluser 
, 3) =RND*. 5: LET pluser, 4>=RND*. 5: LET pluser, 5>= 
p(user,5!*RND*.5 

105 FOR a=l TO 10: BEEP .01,a-10: BEEP .01,a-2: 
BEEP .0i,a+8: NEXT a 

106 60 SUB 300 

110 PRINT "It is non the other persons turn": P 
RINT : PRINT : PRINT : 

115 SO SUB 4950: GO SUB 1450: IF user=l THEN L 
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ET ads=pop/nu*pla*0, 0143691/1430: LET p(user,5)= 
p(user,5)+ads 

116 IF user=2 THEN LET ads=pop/nuapla*0. 009579 
4/1430 

117 IF p(user,5)<0 THEN LET p (user ,5) =0 

120 LET user=3-user: IF user=l THEN LET turn=t 
urn+1 

130 BO SUB 9999: BO TO 10 
300 REN **- CHECK FOR WINNING -»♦ 

305 60 SUB 1450: IF nuapla=9 THEN BO SUB 9000 
310 RETURN 

400 REN ♦*- INPUT NEW AHOUNT FOR NAVY -** 

402 PRINT 'The percentage o< the used F.143on t 
he Astro Navy Has *;p(user,3)*108:*X“ 

405 INPUT “What percentage of the F.143 used 
do you Hant for the navy?";pfudnvy 
410 IF pfudnvy<0 OR pfudnvy>100 THEN PRINT ’In 
correct Entry. Re-Enter.*: BEEP .25,0: BEEP .25, 
-5: 60 TO 405 

415 LET p(user,3)=pfudnvy/100: PRINT "Nen perce 
ntage of F.143 used fornavy:*;pfudnvy'*NeH perce 
ntage of F.143 used forcivilian needs: “;100-pfud 
nvy 

420 DIN etll): INPUT "Are you happy with this?* 
; LINE el: IF e*(l)=*n* OR el(ll=*N* THEN 60 TO 

400 

425 60 SUB 9999: RETURN 

430 REM **- Data for graphics -H 

435 DATA 0,207,161,162,164,168,207,0 

440 DATA 0,0,0,0,0,0,0,240 

445 DATA 1,3,1,7,1,7,11,14 

450 DATA 95,127,72,127,61,3,1,0 

455 DATA 17,209,225,255,47,56,23,255 

460 DATA 0,0,3,15,7,0,0,0 

465 DATA 7,255,128,255,255,1,0,0 

470 DATA 251,191,106,245,255,255,0,0 

475 DATA 0,0,252,3,223,208,208,232 

480 DATA 0,0,0,252,224,0,0,0 

485 DATA 244,244,251,252,252,251,244,244 

490 DATA 0,0,252,3,3,252,0,0 

491 DATA 0,0,0,248,248,0,0,0 

492 DATA 232,208,208,223,3,252,0,0,0,0,0,224,25 
2,0,0,0,120,96,112,255,255,112,96,120,0,6,14,255 
,255,14,6,0,0.0,0,24,24,0,0,0 

493 DATA 0,0,24,60,60,24,0,0,0,0,90,189,189,90, 
0,0,60,126,255,255,255,255,126,60 

500 DIN s(9,8): FOR a=l TO 9: FOR b=l TO 8: REA 
D 5 < a , b ) : NEXT b: NEXT a 
510 DATA 29224666 , 7 . 48 1 5e+7 , . 45 , 0 , 1 . 8934e+6 ,1,1 



W1MMM 



IS* 



. 143 In governmen 



render his forces peaceful- 



A 15% level of taxation on 
the people. 

No ships. Sol 5.6, 7.8.9 
under your rule. 

A random amount of doruz 
(between 0 and 10 million). 
5,746,807.300 people 
under your rule. 



alliance. With tl 
' rm an alliance .. 

...ents, and you v 

unified the solar system 
peacefully. Option 3 allows 
you to return to the main 



Readout of general info. 

This allows you to ex 
amine all the general data, 
such as what percent tax 

people, how many people 
you rule, how strong your 
Astro Nav 



For both players: 



menu 1S a°lowB you to a 
render peacefully If you 



people, 
impose, the more money 
you wlU obtain at the end of 

high a level of taxation and 
the people will revolt, forc- 
ing you to start again! 



SSL . 

the aU 

UK. This mi 
correctly wl 



hips as they art 
le beginning. 
untofF.143yoi 



will determine h 
say you have a thousand I 






turn is 60%. If the 
of F.143 used that 
in the Astro Navy is 
in the total amount 



= 300 ships. T 
ships you have 
tlonal condition 
get added on to a 1 



w much F.143 



fTfs " 1 



attacker Is presented by 
--wings, whilst 



SSE 



tlon allows you to save the 
game at the position you 
have achieved. 

Secret information for 

K er one only. 

r password to access 
the all out attach option is 
DNA. This must be typed in 
correctly, or else you will 
not be able to attack. 

At the start of the game 
lOts of V 143 In govern- 
ments stock. 

20% of the F.143 Is used at 
the end of each turn. 

40% of the F.143 used is 
used on the Astro Navy. 

A 10% level of taxation on 
the people. 

No ships. Sol 1,2,3, 4 under Navy. 



defender Is the viper. The 
number of ships is not the 
actual amount of real 
the player has, but a 
The defender always 
represented by 7 ships. 

As stated under Ta 
more money can be glee 
from the peoples pocket 



m and 
t. Also 



enough F.143 Is used for 
civilian needs. 

At the ends of each turn, 
the player will be asked If 
he/she wishes to change 
the amount of F.143 used. 
If the player wishes to 
change it, he has to type In 
the percent used. The rest 
will Just He in government 
supplies. The player can 
also change the amount of 



(Hi 
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Has “ip(user,5);“"T 



61.. 15 ™ 

520 DATA 1.3729e+9,4.6026e+8,.4,0,4.32e+6,l,161 

,.09 

530 DATA 1.2819e+10,5.1118e+8, 0,0, 0,1, 161,0 
540 DATA 3.2395e+8,1.447te+B,. 3, 0,337500, 1,161, 
.11 

545 REH *********************** 

550 DATA 5.68B2e+9,2.4087e+ll,.05,0,1.6e+7,2,16 

4. . 15 

560 DATA 4.0814e+7,1.6188e+ll,.04,0,360000,2,16 

3. . 2 

570 DATA 1.5902e+7,8.4296e+9,.l,0,1.98e+6,2,162 
,.25 

580 DATA 1889915, 7.6976e+9,. 12, 0,1.74e+6, 2, 162, 

.3 

590 DATA 1348, 28274334, .15, 0,184000, 2, 161, .35 
595 DIM p (2,5) : FOR a=l TO 2: FOR b=l TO 5: REA 
D p(a,b): NEXT b: NEXT a 
600 DATA 10,.2,.4,.1,1NT (RND*le+6 ) +1 , 0, . 3 , . 5, . 
15, INT (RND*le+7)+l 
620 LET attack=0: LET user=l 
630 LET turn=l 

640 INPUT “What is Player Is Title *; LINE tl: 
INPUT “Nhat is Player Is Naae *; LINE n$: INPUT 
“Nhat is Player 2s Title LINE ul: INPUT 'Nhat 

is Player 2s Naae *; LINE ol 

641 LET d=CHR$ 68+CHRI 78+CHRI 65 

642 LET dl=CHRI 85+CHR* 75 
645 RETURN 

1000 REH **- Title screen for start of turn -#* 

1001 LET bo=lNT IRND*8): IF bo=3 OR bo=4 THEN G 
0 TO 1001 

1005 BORDER bo: PAPER bo: INK 7-bo: CLS 
1010 CLS : PRINT TAB 13; 'Turn 'jturn 
1020 PRINT : PRINT TAB 12; 'Player ';user;* 

PRINT : IF user=l THEN PRINT PAPER 7; INK 2;t* 

;* “;nf 

1025 IF user=2 THEN PRINT PAPER 5; INK 0;u*;“ 
";ol 

1030 PRINT : PRINT TAB 4; 'Ruler of GO SUB 14 
50: PRINT nuapla;’ planets.' 

1035 PRINT TAB 13;: FOR a=l TO 9: IF s(a,6)=user 
THEN PRINT CHRI s(a,7); 




1036 NEXT a 

1037 PRINT ' 

1040 PRINT ' 

1042 PRINT 

1043 PRINT * Planets Ruled:- ": FOR a=l TO 9: I 
F s(a,6l=user THEN PRINT 'Sol ';a, 

1044 NEXT a: PRINT 

1045 IF attacks THEN PRINT ’Your opposing rule 
r has attackedyour stronghold. However your fo 
rces warded off the attack.' 

1050 IF attack=2 THEN PRINT 'Your opposing rule 
r has attackedone of your planets and has inv-ad 
ed succesfully.' 

1055 LET attack=0: INPUT "Press ENTER to continu. 
e.’; LINE el: RETURN 

1450 REH **- Fnd out how aany planets player gov 
erns -** 

1455 LET nuapla=0: FOR a*l TO 9: IF s(a,6)=user 

THEN LET nuapla=nuapla+l 

1460 NEXT a: RETURN 

1500 REH *»- Hain Henu -*» 

1505 CLS : FOR a=0 TO 21: PRINT AT a,0;3HR* 164: 
NEXT a: FOR a=l TO 31: PRINT AT 21,a;CHRI 164: 
NEXT a: FOR a=20 TO 0 STEP -1: PRINT AT a,31;CHR 
I 164: NEXT a: FOR a=30 TO l STEP -1: PRINT AT 0 
,a;CHRI 164: NEXT a 

1510 PRINT AT 1,12; ‘Hain Henu "AT 2,12;' 

1520 PRINT : PRINT '1. Readout on Planets.': PRI 
NT : PRINT ’2. Buy Ferantiuu 143.’: PRINT : PRIN 
T '3. Nar Hanueveres. ': PRINT : PRINT '4. Diploa 
acy.': PRINT : PRINT "5. Readout of general info 
.': PRINT : PRINT '6. Surrender.": PRINT : PRINT 

'7. Alter Taxes.* 

1521 PRINT "8. Save Gawe.’ 

1525 INPUT 'Enter nu«ber:-“;«enusel: IF wenuseK 
1 OR uenusel >8 THEN BEEP .5,-25: GO TO 1525 
1530 RETURN 

2000 REH **- Readout Planets -H 

2005 CLS : PRINT TAB 7; ‘Readout on Planets“'TAB 

7;: FOR a=l TO 18: PRINT CHR* 162;: NEXT a 

2010 FOR a=l TO 9 

2011 IF user<>s(a,6) AND a<>9 THEN NEXT a 

2012 IF a=9 AND user<>s(a,6) THEN GO TO 2025 
2015 PRINT : PRINT TAB 14; “Sol “;a;TAB 14;'*==== 
": PRINT 'Population: "gsta, 1) : PRINT "Surface ar 
ea:";s(a,2): PRINT "Hax Population: , ‘;s(a,2>*2S.S 
: PRINT "F. 143 Rating:" ;s(a, 31*100; 'X': PRINT 'N 
avy Deployment: *;s (a, 41*100; T: PRINT “F.143 in 



COMPUTER GAMER JULY 1985 




smnmm 



stock: *js (a, 5 ) 5 * TS.“ 

2816 PRINT 'People working on F. 143: “} 1HT (s(a,l 
)«s(a, 8 >) 

2017 PRINT “Navy Ships guarding planet: ,> ; INT (p( 
user , l)«p (user ,2)»p (user ,3) *s (a ,4) ) 

2020 IF a<>9 THEN INPUT 'Press ENTER Tor next p 
lanet.'j LINE e$: NEXT a 

2025 INPUT 'Do you want to see this again 7 '; LNE 
e$: IF e*=“" THEN 80 TO 2025 

2026 IF e$(l)='y* OR e*(l)='Y" THEN GO TO 2800 
2030 RETURN 

2500 REN «- BUY F.143 -** 

2518 CLS : PRINT TftB 5; 'Buying Ferantiua 143.' T 



0 5;“== 



2515 PRINT 'Planets currently under your rule 
FOR a=l TO 9: IF s(a, 6 )=user THEN PRINT 
■Sol ';a, 

2517 NEXT a: PRINT ' 

2518 PRINT ‘If you wish to return to the lain 
■enu without buying F.143, type -1 in when aske 

d how wany ts of it you wish to buy." 

2519 PRINT 'You have ";p(user,5);CHR4 144 

2520 INPUT *Nhich planet do you wis to buy the F 
.143 froi?“;planet 

2521 IF planet<0 OR planet>9 THEN BEEP .1,-15: 
BEEP .4,-10: GO TO 2520 

2525 IF s(planet, 6 K>user THEN PRINT 'You do n 
ot rule that planet, so you cannot buy F.143 fro 
* thee.': BEEP .25,-30: BEEP .25,-25: GO TO 2520 
2530 PRINT 'Sol 'jplanet;' has ';s(planet,51 ;' t 
5 of F.143 in store.' 

2535 LET pr ice=50+ ( le+10-s (pi anet ,S) ) /4e+7 

2537 PRINT "The Planetary Supplier wants 

LET price=INT price: PRINT price;CHR$ 144;" a ts 



ey do not have that auch in stock. Try again." 
: BEEP .3,-10: BEEP .2,-15: GO TO 2540 

2541 IF tsbuy=-l THEN LET aenusel-1: RETURN 

2542 PRINT "You are buying ';tsbuy;'ts of F.143 

2545 INPUT “Hhat price per ts are you going to p 
ay?';offer: IF p(user,5Xtsbuy*offer THEN PRINT 

"You do not have enough aoney to buy that ouch. 
": BEEP .1,-5: BEEP .4,-10: GO TO 2540 

2546 PRINT "at “ ; of f er ; CHR* 144;" a ts.*: IF off 
er<price *.8 THEN PRINT "The Planetary Supplier 
of F.143 will not sell it at that price.': FOR a 
=0 TO -10 STEP -1: BEEP .016,a-5: BEEP .016, a: B 
EEP .016, a+5: NEXT a: GO TO 2540 

2550 PRINT 'The Planetary Supplier of F.143 agre 
es. You have ought ";tsbuy;" ts of F.143." 

2555 LET p (user ,5) =p (user ,5) -of f er*tsbuy : LET p( 
user, l)=p (user, D+tsbuy: LET s(planet,5) s slplane 
t ,5) -tsbuy 

2560 GO SUB 9999: RETURN 
3000 REN a*- Har Hanoeuvres -** 

3005 CLS : PRINT TAB 9;'Nar Manoeuvres' TAB 9; "- 



3010 PRINT : PRINT '1. Spy on next planet.": PRI 
NT : PRINT '2. Alter Navy Posting.': PRINT : PRI 
NT *3. Attack Next Planet.": PRINT : PRINT *4. A 
11 out attack.": PRINT 
3015 PRINT "5. Return to aain aenu.": PRINT 
3020 INPUT "Enter choice:- *;warsel: IF warseKl 
OR warsel>5 THEN BEEP .2,-21: BEEP .3,-20: GO 
TO 3020 

3022 IF warsel=5 THEN LET aenuseMs RETURN 
3025 GO SUB warselH00+3000: PRINT "TAB 6 ; "Nano 
euvres Coapleted.": BEEP .5,25: RETURN 

3100 REN **- Spy On Next Planet -** 

3101 PRINT 'This spying aission will ost you * 
;: LET cost=INT (RND*le+ 6 )+l: PRINT cost;CHR* 14 
4: LET p(user,5)=p(user,5)-cost 

3105 IF user=2 THEN GO TO 3150 
3110 LET pla=2 



2540 INPUT “How aany ts of F.143 do you wishto b 
uy?';tsbuy: IF tsbuy >s (planet ,5) THEN PRINT 'Th 



ttwa 
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3112 IF s(pla,6><>2 THEN LET pla=pla+l: 60 TO 3 



112 



boun 



3115 PRINT “The next planet out froe the 
dary is Sol “;pla 

3116 LET ships=INT ( p ( 3-user , 3> *p ( 3-user , 2 ) *p 13- 
user ,l)*s(pla,4>) 

3120 PRINT “There are roughly “;INT (ships*! (RNO 
*.2)+.9));“ posted around it . 1 
3140 RETURN 
3150 LET pla=9 

3155 IF s(pla, 6 X>l THEN LET pla=pla-l: 60 TO 3 




155 



r planetto invade with.': 60 SUB 9998: LET nenus 
el-i: RETURN 

3325 PRINT “The cost of this battle is LET c 
ost=INT (RND*le+ 6 ) +1 : PRINT cost;CHRI 144: LET p 
(user , 51 =p (user ,5) -cost 

3330 PRINT “Battle Coaaences." 

3331 FOR a=l TO RND*40: BEEP RND/20,RND*10+20: N 
EXT a 

3335 LET yatstr=INT (s (pla-add , 4) »p (user ,3) *p (us 
er , 2 ) «p (user , 1 )') 

3340 LET hatstr=INT ( s ( pi a , 4 > »p ( 3-user , 3) *p ( 3-us 



3160 PRINT "Sol "ipla;“ is the next planet in to 
N-ards the sun fro* the boundary." 

3162 LET ship=INT (p(3-user,3)*p(3-user,2)*p(3-u 
ser,l)*s(pla,4>) 

3165 PRINT “Posted around that planet are appr 
oxiaately ";INT (ship*l (RND*.2)*.9));“ ships.' 

3180 RETURN 

3200 REN **- Alter Navy Postings -** 

3201 LET percleft=100 

3205 FOR a=l TO 9: IF s(a, 6 X>user THEN 60 TO 3 er ,2)*p (3-user , 1 ) 

290 3342 LET fnu«=yatstr/ (hatstr*. 00001) : LET range 1 

321* IF per clef t*0 THEN 60 TO 3290 fnua+1: LET pick=RND*range 

3215 PRINT “The old percentage posted aroundSol 3345 IF pick(=fnua THEN LET mn=l: 60 SUB 5500: 
■ja;“ aas “;s(a,4!*100; "7..“: INPUT “Nhat percent CLS : LET slpla,4)=0: PRINT “Your forces have t 
age of your total fleet do you want posted aro aken the plan-et“: ‘FOR a=l TO 10: BEEP .033, a-5: 
und Sol " ; a) ; ' (0-’j (perdeft);*)*;percent BEEP .033, a: BEEP .033,a+10: NEXT a: LET^sipla- 

3220 IF percent>perdeft OR percent<0 THEN PR1N — a,i>-=« P i= «dd,l>*<RND*.l*.B5): LET s(pia,i.=s 
T “Incorrect. Re-Enter.": 6 TO 3215 (pi a, 1) * (RND*. 2+. 4) : LET s (pi a , 6 )=user : LT attac 

3225 LET s(a,4)=percent/100: LET perdeft=perde ^=2: BEEP .2,25: BEEP .2,20: BEEP .25,30: 60 SUB 
ft-percent W*« «ETURN 

3230 PRINT “There are non *;INT (p(user,l)*p(use 3350 LET Hind): 60 SUB 5500: CLS : PRINT “The de 



“ posted around Sol ' 



fending navy stopped your invasion. 1 : FOR a=10 T 
0 1 STEP -1: BEEP .03,a+5: BEEP .03, a: BEEP .03, 
a-10: NEXT a: LET s (pi a-add , 1 > =s (pi a-add , 1 ) * iRHD 
».05+.85): LET s<pla,l)=s(pla,i)*iRND*.l+.B): LE 
T attack'd: BEEP .2,-25: BEEP .2,-20: BEEP .25,- 
30: 60 SUB 9999: RETURN 



r,2t*s(a,4)l; 

3290 NEXT a 

3295 60 SUB 9999: RETURN 
3300 REN **- Attack Next Planet -** 

3305 IF user=l THEN LET pla=2: LET add'd 
3310 IF user=2 THEN LET pla=8: LET add=-l 
3315 IF s(pla,6)Ouser THEN PRINT “The Next Pla 3400 REN **" fln out attack '** 
net is Sol ";pla: 60 TO 3322 3405 1NPUT ' Enter Y our code nuBbers * LINE p$ 

3320 LET pla-pla+add: 60 TO 3315 3406 IF lu5er=1 flND P* =c ** 0R (user ' 2 AND p*=dl) 

3322 IF 1NT (s (pi a-add, 4> *p (user ,3>*p (user ,2> *p ( THEM PRINT 'Correct code.*: BEEP .1,0: 60 TO 3 
user , 1) )=B THEN PRINT ‘You have no ships on you 411 

3410 PRINT “Incorrect Code nueber.": FOR a=l TQ 

10: BEEP .1,-10: PAUSE 5: NEXT a: 60 SUB 9999: L 
ET eenuseld: RETURN 

3411 LET yatstr=lNT (p (user ,3) *p (user , 2) *p (user , 
IF yatstr=0 THEN PRINT “You have no ships 
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in your whole fleet to attack with.": GO SUB 999 
9: LET aenusel a U RETURN 
3412 PRINT TAB 8: "ALL OUT ATTACK:60! I": BEEP .25 
,10: BEEP .25,5: BEEP .25,10 
3415 PRINT "This attack will cost ";: LET cost=I 
NT (RND*4.5e+4)+l: PRINT cost;CHRI 144: LET plus 
er,5)=p(user,5)-cost 
3420 LET hatstr=lNT (p(3-user,3)*p(3-user,2)*p(3 
-user, 11): LET fnu*=yatstr/ (hatstr+. 0000001 ) 

3430 LET range=fnu*H: LET pick=RND*range: IF pi 
ck<fnu* THEN LET win=l: 60 SUB 5500: CLS : PRIN 
T 'You have succesfully invaded your opponent 
s territory, well done!!!!": GO SUB 9999: 60 TO 
9e+3 

3435 LET win=0: 60 SUB 5500: CLS : PRINT "There 
were heavycasualties on both sides. The opposi 
ng forcesmanaged to beat off your attack though. 

": FOR a=20 TO -20 STEP -2: BEEP .l,a-5: BEEP .1 
,a: BEEP .l,a+9s NXT a 

3440 LET nu*=INT <RND»9)+1: FOR a=l TO nut: LET 
pla=JNT (RND*9)+1: LET s(pla,l)=s(pla,l)*(RND*.5 
+.5): LET s(pla,5)=s(pla,5)*RND*.5: LET s(pla,E 
=s(pla,8)*l+(RND*s(pla,8)): NEXT a 
3445 LET attacks 

3450 60 SUB 9999: RETURN — 

3500 REM ♦*- DIPLOMACY -*♦ 

3502 CLS 

3505 PRINT TAB 12;“Diplo*acy" 'TAB 12;- " 

3510 PRINT : PRINT "1. Try to force your oppoent 
tosurrender.": PRINT : PRINT "2. Try to for* an 
alliance.": PRINT 

3512 PRINT "3. Return to *ain »enu.": PRINT 

3515 INPUT "Enter choice:-"|dipsel: LET dipsel-I 

NT (dipsel+.5): IF dipseKl OR dipsel>3 THEN BE 

EP .3,-40: BEEP .3,-35: 60 TO 3515 

3517 IF dipsel=3 THEN LET *enusel=l: RETURN 

3520 60 SUB ldipsel-1 1*200+3600: GO SUB 9999: RE 

TURN 

3400 REN *♦- FORCE OPPONENT TO SURRENDER -*« 

3405 PRINT ‘Your diplomacy groups fee for this 
is LET fee=lNT (RND#10000)+1: PRINT fee;" T 
: LET p(user,5)=p(user,5)-fee 
3410 PRINT " Player *;3-user;":-’ 

3415 IF user=l THEN PRINT u$;" “;o$ 

3417 IF user =2 THEN PRINT t$;" ";n* 

3420 DIN et(l>: PRINT "Ruler of 60 SUB 1450: 
PRINT 9-nuapl a; " planets. Your opponent is won 
dering wether you wish to surrender or not.": IN 
PUT "Do you wish to?"; LINE el: IF e*(ll="y" OR 
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e$(l)=“Y" THEN GO TO 9000 

3425 PRINT "Player ";3-user;" does not wish to s 

urrender.": RETURN 

3800 REN**- FORM AN ALLIANCE -*» 

3805 PRINT "The diploaacy groups fee for doi-ng 
this job is LET fee=INT (RND*le+5)+l: PRINT 
fee;CHR$ 144: LET p(user,5)=p(user,5)-fee 
3810 PRINT " Playr ";3-user;":-" 

3815 IF user=l THEN PRINT u*;" ";ot 
3817 IF user=2 THEN PRINT tl;" ";n* 

3820 DIM e$(l): PRINT "Ruler of ";: GO SUB 1450: 
PRINT 9-nu*pla;" planets. "'"Your opponent wishe 
s to for* an alliance with you.": INPUT "Do you 
agree?"; LINE el: IF el(l)=“y" OR el(l)=“Y" THEN 
60 SUB 9000 

3825 PRINT "Player ";3-user;‘ does not wish to f 
or* an alliance." 

3830 RETURN 

4000 REM **- READ OUT -*» 

4002 CLS 

4004 PRINT "Read Out on General Information. " 

FOR a=l TO 32: PRINT CHRI 144;: NEXT a 

4005 PRINT '" Player ";user 

4010 IF user=l THEN PRINT tl;° “;nl 
4015 IF user=2 THEN PRINT ul;" ";ol 
4020 PRINT ‘ Ruler of ";s 60 SUB 1450: PRINT nu* 
pi a; ‘ planets." 

4025 PRINT "TAX on population=";p(user,4)*100; ‘7. 

4030 PRINT "PEOPLE under your rule="; 

4031 60 SUB 4950 

4033 PRINT pop 

4034 PRINT "Ships in Navy:";!NT (p (user, l)*p (use 
r ,2) *p (user ,3) ) 

4035 PRINT "F. 143 in stock=";p(user,l);" ts." 
4040 PRINT "F. 143 used=";p(aser,2>»l00;T 

4045 PRINT “F. 143 used in navy=";p(user,3)*p(use 
r,2)*100;"X" 

4050 PRINT "Percent of total F.143 used for civi 
lian needs="; ( 1-p (user ,3) IKuser ,21*100; "V 
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4055 PRINT ‘MONEY OMned=" ;p (user ,5) :CHR$ 144 
4060 PRINT "Planets owned:-' 

4065 FOR a=l TO 9 

4070 IF s(a,6)=user THEN PRINT ‘Sol ‘;a, 

4080 NEXT a 
4090 GO SUB 9999 
4100 RETURN 

4500 REM **- SURRENDER -*t 

4505 DIM e*(l): INPUT "fire you sure you wish to 

surren-der?'; LINE e$: IF eHl)<>*y‘ AND et(l)<> 

‘Y* THEN LET aenusel=l: RETURN 

4510 CLS : PRINT " Player “;3-user' 

4520 IF user=l THEN PRINT u*;‘ ";o* 

4525 IF user =2 THEN PRINT t$j" *;n* 

4530 PRINT " Your opponent has decided to peac 
efully surrender all his weapons to you.*: GO 
SUB 9999: GO TO 9000 

4950 REM **- WORK OUT TOTAL AMOUNT OF PEOPLE -*» 

4951 LET pop=0: FOR a=l TO 9: IF s(a,61=user THE 
N LET pop=pop+s!a,l) 

4952 NEXT a: RETURN 

5000 REM »*- ALTER TAXES -*» 

5002 CLS 

5003 PRINT TAB 14; ‘Taxes" TAB 14; ■=«==*■ 

5005 PRINT “ The general tax on the populat-ion 
is at the ao»ent ‘;p(user, 41*100 ; ‘V 
5010 INPUT ‘Enter new value of tax : ; tax : LET p 
(user, 4)=t ax/100 

5015 PRINT "New value of tax is ";tax;‘X’ 

5020 GO SUB 9999: RETURN 

5500 REM **- Space Battles -»* 

5501 BORDER 1: PAPER Is INK 7: CLS 

5502 FOR a=l TO RND*40: PLOT RND*255,RND*175: NE 
XT. a 

5505 LET curve=RND*PI/2: LET start=INT (RND*50)+ 
200: FOR a=start TO 255 STEP 2: PLOT a, 175: DRAM 

255-a,-255+a, curve: NEXT a 

5506 PRINT AT 10,0; INK 5;CHR* 152; INK 6;CHR* 1 
53' INK 3;CHRI 154; INK 6;CHRI 155; INK 7;CHR* 1 
56' INK 5;CHR* 157; INK 6;CHR$ 158: PRINT AT 10, 
29; INK 6;* ‘;CHR$ 145; INK 2;CHRt 146;AT 11,29; 

INK 6; ‘ ";CHR$ 147;CHR* 148;AT 12,29;CHR* 149;C 
HR* 150; INK 5;CHR* 151: IF fnua>12.5 THEN LET 
fnu«=12.5 




5507 LET xwingsrINT (fnu«+. 51*7+1: DIN xlxwings, 
2): FOR a=l TO xwings: LET x(a,l)=INT (RND*22): 
LET x(a,2)=INT (RND*4)+4: PRINT AT x(a,l>,x(a,2) 
;CHR* 159: NEXT a 

5508 DIN v(7,2>: FOR a=l TO 7: LET v(a,l)=INT IR 
ND*22): LET v(a,2)=INT (RND+41+24: PRINT AT v(a, 
1 > , v (a ,2) ; INK 6;CHR* 160: NEXT a 

5509 FOR a=l TO INT (RND*9) : LET alp=INT (RND*9) 
+1: PRINT AT INT <RND*22),1NT (RND*11)+10: INK I 
NT <RND*B);CHR* s(alp,7): NEXT a 

5510 FOR g=0 TO RNDM00: LET shipick=INT (RND«xw 
ingsl+l: LET xcord=(x (shipick,2)+l)*8: LET ycord 
s (22-x(shipick,l))»8-4: PLOT xcord, ycord: LET le 
n=RND*100: DRAM len,0: GO SUB 5900: PLOT OVER 1 
; xcord, ycord: DRAN OVER 1 ; 1 en , 0 

5515 LET shipick=INT (RND*7)+1: LET xcord=v(ship 
ick,2)t8-l: LET ycord= (22-v (shi pick , 1 ) )*B-4: PLO 
T xcord, ycord: LET len=-RND*100: DRAM len,i: GO 
SUB 5900: PLOT OVER 1; xcord, ycord: DRAM OVER 1 
; 1 en , 0 
5525 NEXT g 

5530 60 SUB win*1000+6000: RETURN 

5900 REM **- FIRE SOUND -** 

5901 BEEP . 05, RND* 20+20: BEEP .05,RND*20+25: RET 
URN 

6000 REM **- DEFENDER MINS -** 

6005 PLOT 231,84: 60 SUB 5900: DRAM -231,0: OVER 
1: PLOT 231,84: DRAM -231,0: OVER 0: 60 SUB 790 
0: RETURN 

6999 STOP 

7000 REN *#- Attacker wins -»* 

7005 PLOT 24,84: GO SUB 5900: DRAM 231,0: OVER 1 
: PLOT 24,84: DRAM 231,0: OVER 0: 80 SUB 7900: R 
ETURN 

7900 REN **- SHIP BLOM UP -** 

7901 FOR c=l TO RND*15: FOR b=10 TO 12: PRINT AT 

b,win*29; PAPER INT (RND*8> ; ‘ ‘;: NEXT b: BEE 

P RND*.05,RND«-20-20: NEXT c: RETURN 

8499 RETURN 

8500 REM **- TITLE -*» 

8502 60 SUB 8600 

8505 PAPER 1: BORDER 1: INK 7: BRIGHT 1: CLS 
8510 CIRCLE 127,88,50: PLOT 127,38: DRAM 0,100,1 
: PLOT 77,88: DRAM 100,0,1 
8515 PRINT TAB 7; FLASH 1; "SPACE BATTLE 2091" 
8520 CIRCLE 50,150,20: PLOT 50,130: DRAM 0,40,1: 
PLOT 30,150: DRAN 40,0,1 
8525 PRINT AT 10,0; INK 5;CHR* 152; INK 6;CHR* 1 
53' INK 3; CHR* 154; INK 6;CHR$ 155; INK 7;CHR* 1 
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54' INK 5;CHR* 1$7; INK 6;CHR$ 158 
8530 FOR a=l TO fv.ND»l«! PRINT AT RND*21,RND*31; 
OVER 1;CHRI 159: UJEXT a: FOR a=l TO RND*9: PRINT 
AT P.ND+21 ,RND*31; INK 6j OVER 1;CHR* 160: NEXT 

a \ 

8540 RETURN 

8600 REN ♦♦- Set-up graphics -** 

8605 FOR a=USR *a" TO. USR “u“+7: READ v: POKE a, 
v: NEXT a ' 



8610 RETURN y 

9000 REN * *- UNIFIED SY STEN -tft 

BRIGHT 
T PLOT 0,83: DRAW 



0: CLS 
0,10: REN 



Sol 

9015 PLOT 3,88: PLOT 5,88: PLOT 7,88: INK 2: PLO 
T 10,88: REN Inner Planets 
9020 INK 6: PLOT 33,88: DRAW 1,1: DRAW 1,-1: DRA 
W -1,-1: DRAW -1,1: REN Sol 5 
9025 INK 7: PLOT 62,88: PLOT 63,88: REN Sol 6 
9030 INK 4: PLOT 124,88: INK 3: PLOT 194,88: INK 
0: PLOT 255,88: REN Outeraost Planets 
9035 INK 6: PRINT AT l,15;CHRt 132;CHR$ 143;CHR$ 
143; CHR$ 136; AT 2,15;CHR$ 143;CHR* 143;CHR$ 143 
;CHR$ 143; AT 3,15;CHR$ 143;CHR$ 143;CHR$ 143;CHR 
t 143; AT 4,15;CHR$ 129;CHR$ 143;CHR* 143;CHR* 13 
0 



9040 INK 7: PAPER 0: PRINT AT 1,0; ‘The Sun the o 
n ”;AT 2,0;“saee scale — >‘;AT 3,0; “as the plan 
ets." 



9045 PRINT AT 0,7; BRIGHT 1; INVERSE l;‘Plan of 
Sol Systea" 

9050 PAPER 4: INK 0: BRIGHT 1: PRINT AT 13,l;‘Yo 
u have succesfully unified";AT 14,2; "the Sol sus 
tea. Huaan civ-‘;AT 15,3;‘ilisation can non prog 
r-";AT 16,4;*ess and spread' into t-‘;AT 17,4; “he 
Galaxy. Well done“;AT 18,5;"!:!!!!!!!!!!!!!!!!* 
9055 LET oct=0 



9060 BEEP . 1 ,-14+oct: PAUSE 20: BEEP . 1 ,-14+oct: 
PAUSE 20: BEEP . 1 ,-14+oct: PAUSE 20: BEEP .125, 
-18+oct: PAUSE 4: BEEP . 1,-11+oct: PAUSE 10: BEE 
P . 1 ,-14+oct : PAUSE 20: BEEP . 125,-18+oct: PAUSE 
4: BEEP .1,-11+oct: PAUSE 10: BEEP .1,-14+oct: 
PAUSE 50 

9065 LET oct=INT (RND*21>-10: GO TO 9060 
9990 CLS : PRINT TAB 12; ‘Save Gaae. “ 'TAB 12;" — 



9991 PRINT "File naae:- 1 ';: LET f*=“Turn *+STR 
* turn: PRINT f$: SAVE t$ LINE 9993: PRINT *Prog 
raa saved, rewind tape for verification. If it 




does not verify then type GO TO 9991.’: BEEP 
.5,-25: VERIFY ” 



9992 PRINT "Prograa Verified. Do you wish tocont 
inue this qaae?': INPUT “(Y=yes/N=no)"; LINE r$: 

IF rl(l)="n‘ OR r»(l)=‘N‘ THEN RANDONIZE USR 0 

9993 LET aenusel=l: RETURN 
9998 REN «- ENTER proapt -** 



9999 INFUT FLASH 1; “Press ENTER to continue. 1 ; 
LINE e$: BEEP .05,RND»10: BEEP .05,RND*10: RETUR 
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THE ULTIMATE GRAPHICS PACKAGE ^ FOR THE COMMODORE 



°s& 



Save Sprites, Characters or Hi- Res Sc 
yqur own Prograrris. 

Load Previously Saved Screens for AT 



Ful Sp tite Creator and Editor With 64 
Sequence Sprite Arinimation. 

Full Character Creator and Editor. 
Hi-Res Multi-COIour Paint 6ox includip 
Block Move * Verticle and Horizontal 



Full Screen Canvas. 



Full 16 Colour Palette. 

Full Documented & Illustrated Instruction 



adjustment *rtapid Fill Circle i 



Keyboard, jloy^ticlc or Light Pen Opperation. 



» Menu Driven 



JOv/Copiei of ARTSTAR i 






is 




IA CHALLENGING ARCADE-STYLE ADVENTURE I 




BEPiTOa 



ebPTTOM 



Your mission is to retrieve all the diamonds from a series of underground caves; some of the 
diamonds are easy to collect but many are located in cleverly-constructed traps of falling 
rocks and boulders. Other diamonds lie nearby giant eggs which hatch into ferocious 
reptiles. You are aided by maps to guide your way through the 12 increasingly difficult 
levels. Each level features 4-way screen-scrolling over an area of 16 times the size of the 
screen — an enormous challenge by any standards! A fascinating strategic game with an 
ingenious "password" feature which enables you to skip screens which you have already 
completed once Our best game yet! 

t^onmatitujn When all 12 levels of Repton have been completed in succession, 

' a congratulatory message is displayed on the screen. The first person to send us a 
photograph of this screen will win £ 100 . Closing Date: 30th September, 1985. 
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SUPERIOR SOFTUJ ARC LTD. 

Dept, MU7, Regent House 
Skinner lane Leeds 7. 

Tel: 0532 459453. 




